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EXCLUSIVE ART 


c property fcJJRe. Some rather important people were riding my back about 
ckly, buthpcided to take my sweet time and get it right which certainly made 
I off *rjm sincerest apologies for any trouble I might have caused. My weird 
jHEnardship for myself as well, making "Darkstalkers" a topic I tried to av 
MRnowever, I can look back on it all and feel good about my part in it. I'd 
a part in making the series a reality. (Akim an) ^ 
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Gouda Cheese (Bengus) 


if piece I would draw if 
n illustration for the first 
is what came out. Huitz 
[Gouda Cheese) 
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EXCLUSIVE ART 

| llliMtratrd l» | IkenO 

I'd only been wokring on 
3DCG-based promotional 
art and design drafts for the 
past few years, so this was 
the first "simple" illustration 
I've done in a verrry long 
time. For this reason, I did 
hesitate a bit and it took 
me quite a while to get 
my ideas together at first. I 
ended up kind of cheating 
my way through it by really 
emphasizing the parts I felt 
confident about while sort 
of blurring over the majority 
of the piece. Illustrations 
are really hard... I'll have to 
spend some time polishing 
my skills. (Ikeno) 
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EXCLUSIVE ART 

| Mutinied bv | Ikeno 

I'd only been wokring on 
3DCG-based promotional 
art and design drafts for the 
past few years, so this was 
the first "simple" illustration 
I've done in a verrry long 
time. For this reason, I did 
hesitate a bit and it took 
me quite a while to get 
my ideas together at first. I 
ended up kind of cheating 
my way through it by really 
emphasizing the parts I felt 
confident about while sort 
of blurring over the majority 
of the piece. Illustrations 
are really hard... I'll have to 
spend some time polishing 
my skills. (Ikeno) 
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EXCLUSIVE ART **€ ^ 

| iiiu.ir»ir.i | Tatsuya Yoshrkawa 


Morrigan has been depicted in many different ways ov 
my take on her. I challenged myself quite a bit with this 
interesting as a result. I wi; 


more 
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EXCLUSIVE ART 

| iii.>.ir..ir.i | Tatsuya Yoshfkawa 


Morrigan has been depicted in many different ways ov 
my take on her. I challenged myself quite a bit with this 
interesting as a result. I wish I had added more bats, t \r 
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i j loru Nakavama . ay 

The first time I actually saw the game, I was blown away by the explosively unique characters 
and the unexpected moves they executed. In my opinion, "Darkstalkers" still holds its place 
at the pinnacle of the fighting game mountain! Despite having said all of this, I really suck at 
fighting games and I still can't execute a decent combo. (Toru Nakayama) 
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CAPCOM GIRI.S CAJ 


R 2011" NOVEMBER & DECEMBER II.LUSTRATION? 


I drew a lot of "Darkstalkers" characters when I first made the transition to drawing on PC. 
"Darkstalkers" was a series that tickled my desire to draw its characters whenever I played 
the game. I'd be entranced by the movements of Morrigan's delicate fingers, Jedah under the 
effect of Midnight Bliss, and Hsien*Ko under the effect of Pharaoh's Curse. (Take) 
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CAPCOM CilRI SCAl 


llluttnlnl 


I drew a lot of "Darkstalkers" characters when I first made the transition to drawing on PC. 
"Darkstalkers" was a series that tickled my desire to draw its characters whenever I played 
the game. I'd be entranced by the movements of Morrigan's delicate fingers, Jedah under the 
effect of Midnight Bliss, and Hsien*Ko under the effect of Pharaoh's Curse. (Take) 



















'CAPCOM GIRLS CALENDAR 2012” NOVEMBER & DECEMBER II.LUSTRATIONS 


Morrigan and Lilith taught me to see the unique allure of women wearing tights, deeply influencing my illustrations and designs. For this piece, I had 
them disgard their boots and put the focus on their lower bodies. I wanted to emphasize the sexy nature of their legs and tights. (Hyung-tae Kim) 
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"VAMPIRE: DARKSTALKERS COLLECTION" 
MAIN VISUAL 

| lllutlrated In | IkenO 


If I recall correctly, I drew this based on instructions from Okano in the Design Studio. After this one, I drew "Awakened 
Donovan D" (page 127), and that was the last "Darkstalkers" illustration I drew. Solo character illustrations are all right, 
but group shots are difficult because there are so many things to draw. Looking at this piece now, I feel like I could have 
done more with the middle area, but this was honestly the best I could do at the time. (Ikeno) 
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illustrated t>\ | Shinkiro 

This is the cover art I did fontnSNorth American 
"Darkstalkers" comic. I did my best toraraw, Mom ganin > 
the North American style (?). The publisSRlliSoN, took 
great care of me at San Diego Comic-Con. (Shinkiro) 
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FIGURE PACKAGE 
UNUSED ILLUSTRATION 


llluotralml l>\ 


Hiroyuki Utatane 


Whoa, Lilith looks weird! I wish I could redraw this one... I never expected this piece to see the light of day! In fact, I wish I didn't have to look 
at work I did over a decade ago... Most of you probably know about Capcom's unique passion regarding their copyrighted properties, 
so the "SR Vampire Savior" series was truly a mishmash of miracles. This piece was drawn as a part of that, but due to a certain real-life 
incident, it was sent straight into storage never to be seen again until now. Regardless, I feel this was a successful piece in which I was able 
to capture the vibe of the characters who endlessly transformed while rapidly leaping and bounding all around the screen. I can't think of 
a single game that surpasses this one in terms of pixel art. I need to change the batteries to get it going again, but the three CP System II 
boards I have at home will be with me forever as some of my most cherished treasures. (Hiroyuki Utatane) 
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PRESENTATION 

ILLUSTRATION 

illustrated b\ | Yusuke Murata 


I still remember the way I felt when I first saw the "Darkstalkers" arcade game in action. A fist comes out of the ground when you punch!? You fight 
a transforming robot!? I instantly became a thrall of this game, which seemed to draw a clear line in the sand between itself and the other fighting 
games out there. This is the game that taught me how"important it is to express a game's allure through its movement, and I still apply this lesson to 
my work today. This piece is the produekof my appreciation of the series and the desire I harbored for Morrigan back then. (Yusuke Murata) 
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CARDDASS MASTERS "ALL CAPCOM WORLD" Morrigan seems pretty intimate with that skeleton; I wonder who it was? Was it someone 

EXCLUSIVE ART she genuinely cared for, or simply her latest meal? I tried to convey Morrigan's essence and 

iiiuatratrd K\ Daichan °^ ure as a succu ^ us living on the thin line between life and death. (Daichan) 
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DARKSTALKERS CHRONICLE: THE CHAOS TOWER” 
EXCLUSIVE ART 

U DON (Arnold Tsang) 


Morrigan and Felicia both have such serious expressions on their faces that I tried 
to balance it out with a different look on B.B. Hood. You basically have one "crazy" 
tossed in among the "sexy"! (UDON [Arnold Tsang]) 
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DARKSTALKERS TRIBUTE 

niu.trjitci | Jo Chen 



This section contains a few select pieces from the "Darkstalkers Tribute" art 
book published by the Canadian company UDON Entertainment. 
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irk Jong-Won 
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DARKSTALKERS TRIBUTE 

niu.ir««rdb> | Jung Yong-Sick 
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DARK STALKERS STREET JAM 

| niu.tr.ird b> | UDON (Alvin Lee & Christine Choi) 

We designed the "Darkstalkers Street Jam" piece to look like the "Street Fighter Street Jam" poster. In order to see 
the entire piece as one, you'd need to put the covers of the three books together. It's unfortunate that this piece was 
never made into a full-sized poster. There were plans to connect the two posters, so if you look closely you'll actually 
see a part of Sagat's left foot at the bottom left...! (UDON [Alvin Lee & Christine Choi]) 
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DARK STALKERS STREET JAM 

| iDi»imird b> | UDON (Alvin Lee & Christine Choi) 

We designed the "Darkstalkers Street Jam" piece to look like the "Street Fighter Street Jam" poster. In order to see 
the entire piece as one, you'd need to put the covers of the three books together. It's unfortunate that this piece was 
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see a part of Sagat's left foot at the bottom left...! (UDON [Alvin Lee & Christine Choi]) 
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CARDDASS MASTERS "ALL CAPCOM WORLD” EXCLUSIAT ART 




| niu.tr.iKi by | Edayan 


| iHii.tr.tKih> | Gouda Cheese (Bengus) 


»■' | Gouda Cheese (Bengus) 


| niu.tr.trd t>> | Gouda Cheese (Bengus) 


niu.tr.iKi bv | Akiko Nishizawa 


"CAPCOM DESIGN WORKS 
EXCLUSIVE ART 


| Iliurtratedby | Hidcki 


"CAPCOM DESIGN WORKS" 
EXCLUSIVE ART 
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DARKSTALKERS' 

:The Night Warriors 
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DARKSTALKERS MAIN VISUAL 

iiiu.uami h* | Gouda Cheese (Bengus) 

After buying the canvas for this piece at the art supply store, I remember walking through the 
Umeda underground with great anticipation about working on it. (Gouda Cheese) 


038 | DARKSTALKERS™: OFFICIAL COMPLETE WORKS 






V 

DARKSTALKERS CONCEPT ART FOR GAME SHOW 

| iiiunrated | Gouda Cheese (Bengus) 

Shoei designed the cool moon and blood for me. I really like this 
piece. (Gouda Cheese) 
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DARKSTALKERS CONCEPT ART 

iiiu.tr.ttd b> | Gouda Cheese (Bengus) 

I'm pretty sure this was the first "Darkstalkers" piece I ever drew. 
I colored it using Copies. (Gouda Cheese) 
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DARKSTALKERS 

CAPCOM 

ILLUSTRATIONS 

iiiu.i™t«n.\ | Daichan 

The moon, stained glass, 
upside-down cross, and 
beauty in a dress were all 
put in there with the hopes 
of creating a mysteriously 
divine atmosphere. I wish I 
hod made Demitri stand out 
a bit more, but I decided to 
prioritize the overall vibe 
and had him melt into the 
background somewhat. 
(Daichan) 
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JONTALBAIN 

I like the way I colored his tail. (Gouda Cheese) 


I CHARACTER VISUALS 

I * * ■ "—* »■ Gouda Cheese (Bcngus) 


DEMITRI 


Demitri's face is kinda hard to do... I wonder if I 
could still pull it off now. (Gouda Cheese) 
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LORD RAPTOR 

This is a cool pose. This whole character 
is just plain cool. I really like him. 
(Gouda Cheese) 
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VICTOR VON GERDENHEIM 

I like the shading in this one. His hands 
are huge! (laughs) (Gouda Cheese) 
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ANAKARIS 

The colors in the shading look really nice, if I do 
say so myself, (laughs) It's been so long since 
I drew these, I'm looking at them like they're 
someone else's work. (Gouda Cheese) 


046 i DARKSTALKERS": OFFICIAL COMPLETE WORKS 


CHARACTER VISUALS 

Gouda Cheese (Bengus) 


MORRIGAN 


The way the color works on the arm 
tights (?) always kind of messed with 
me... and still does. (Gouda Cheese) 
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BISHAMON 


I like characters who are gritting their 
teeth by default because I feel like they're 
easier to draw. (Gouda Cheese) 


I always had the best chances of getting a 
compliment from Akiman whenever I drew Felicia. 
Though I don't recall getting a compliment about 
this specific piece... (Gouda Cheese) 


FELICIA 
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> 
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HUITZIL 


i 



Not to toot my own horn, but the shading looks 
great! (laughs) I like the way the lighting makes it 
look like he's in a place with a hot climate... possibly 
because I don't like cold places. (Gouda Cheese) 


PYRON 


I believe I redrew this once. I like the detailed 
flames. (Gouda Cheese) 
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DEMITRI 

The left leg probably would have looked better 
if it was farther back. (Gouda Cheese) 


Now there's a good-looking dog. As a 
side note, I love dogs. (Gouda Cheese) 


CHARACTER VISUALS 

* Gouda Cheese (Bengus) 


JON TALBAIN 
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VICTOR VON GERDENHEIM 



I like the way Victor's face looks in this one. 
(Gouda Cheese) 


LORD RAPTOR 


That's some serious choking. (Gouda Cheese) 
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DARKSTAI.KERS\ CHARACTER VISHAKS 



ANAKARIS 

Is it just me or does he look really massive? 
(Gouda Cheese) 


MORRIGAN 

My favorite part of this piece is the little 
bat hiding in her wing. (Gouda Cheese) 


CHARACTER VISUALS 

»■«««** Gouda Cheese (Bengus) 
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BISHAMON 

The doggy is so cute. (Gouda Cheese) 
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FELICIA 

The kitty cat is so cute. (Gouda Cheese) 
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CHARACTER VISUALS 

n. Gouda Cheese (Bengus) 



SASQUATCH 

Of all the Sasquatch pieces I've ever 
drawn, I think this one is my favorite. 
(Gouda Cheese) 
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RIKUO 

The froggy is so cute. (Gouda Cheese) 
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CHARACTER SKETCHES 


ail Cheese Bengus 


DEMITRI 


LORD RAPTOR 


VICTOR VON 
GERDENHEIM 


ANAKARIS 


MORRIGAN 
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FELICIA 



BISHAMON 


RIKUO 


SASQUATCH 


HUITZIL 


PYRON 


I like the way Lord Raptor looks like he's picking a fight with someone. Anakaris and Bishamon 
look cool, too. I'm sorry if I seem inappropriately pleased with myself. (Gouda Cheese) 
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| STAGE VISUALS 


TV»e driving theme for "Darkstalkers" was to create a sort of intricate courtyard for every stage, where the player could look 
anywhere in the background and be entertained by some detail. (Yuki Yokoyama, from page 220) 


TRANSYLVANIA / DEMITRI'S CASTLE 



ENGLAND / OUTSKIRTS 
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AUSTRALIA / GRAVEYARD 



\L\KAI / AENSLAND CASTLE GATES 



EGYPT / PYRAMID INTERIOR 


1 fry/UT 7-b7-XX 
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VISUALS 


The Aztec stage has a giant robot in the background, and drawing the animation patterns for the fingers was really tricky. It was 
[ only four patterns, but depicting an inorganic object through pixel art was quite difficult. (Kenichi Ueda, from page 220) 



USA / BUILDING ROOF 
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BRAZIL / JUNGLE 



JAPAN / YUKIGUNI 
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AZTEC / RUINS INTERIOR 



SPACE / HELLSTORM 
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| CHARACTER DESIGN IDEAS 



From the muscles to the demon in 
his shodow, vou can see a lot of my 
stvle in this character. Only a portion 
of these is mine. (Akiman) 


JON TALBAIN 


VICTOR VON GERDENHEIM 


Aportion ofthese is mine too 
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I CHARACTER DESIGN IDEAS 













SASQUATCH 


JOINT 


[ The moment I saw the white design on 
the left, I knew it was the one. (Akiman) 


WITH 

HAIt? 


WITHOUT 

HAIP 


v —rr N 
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NECK SHP1NKS DOWN WHEN 
MOUTH 15 CLOSED 

IS IS’ 

NOPMAL 5HPINK 



HUITZIL 


Nishitani hated the accordion joints, 
saying they were lame. I think they're 
pretty cool. (Akiman) 
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I DEVELOPMENT NOTES 
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NIGHT 

WARRIORS 


: Darkstalkers' Revenge 
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NIGHT WARRIORS 

»■ Gouda Cheese (Bengus) 


This is the "Night Warriors" poster. It was smaller in size than the one for 
the first game, so I did it on a canvas board. (Gouda Cheese) 


*%£ . I• viJtSTMJ lLRS” official complete works 





In one of the romance games I played, I named my 
roroder "Raging Deviant Stallion Donovan", and 
*as tickled pink when the girls called me by the 
“wdcname "Dono-yan". (Gouda Cheese) 
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V 

MOOK "NIGHT WARRIORS SUPER HIGH DENSITY MOOK" 

Illustrated Iw | IkenO 

This was an exclusive piece for a mook. All I remember about it is how strict 
Kinu Nishimura was with the approval process. (Ikeno) 
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V 

CALENDAR "NIGHT WARRIORS" 

illustrated b> | Edayan 

studied the works of my betters and practiced really hard for this piece, but I'm not sure how well I did... I wanted to fit all of the characters 
in, but the positioning was so hard that I had to cut, paste, and resize a lot. This is a nostalgic piece that I did during my first year with the 
company, and it really makes me think about how hard we had it back when we had to draw everything by hand. (Edayan) 
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CD PACKAGE ILLUSTRATION 




V 

DRAMA CD "NIGHT WARRIORS GAIDEN: 
THE FATED TRAVELER DONOVAN" 

| illustrated fcv | Gouda Cheese (Bengus) 



I really like the one with the three girls. I'm pretty sure I colored 
the one at the top left using gouache. I think the gradation of the 
sky looks pretty. (Gouda Cheese) 


V 

CASSETTE BUNKO "VAMPIRE NIGHT 
-A NIGHT FESTIVAL OF LAUGHS-" 

| illustrated | Gouda Cheese (Bengus) 
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V 

CASSETTE BUNKO "VAMPIRE NIGHT -A NIGHT FESTIVAL OF LAUGHS-" 

: .t«d Gouda Cheese (Bengus) 

-edly like this piece. Donovan's face turned out really well. I colored this using markers. (Gouda Cheese) 
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V 

DRAMA CD NIGHT WARRIORS: DARKNESS MISSION SPECIAL SOY BUTTER FLAVOR" 


rrcroec -Q proportions a bit, but I believe I stayed true to the content of the drama CD. (Ikeno) 
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DRAMA CD "NIGHT WARRIORS: DARKNESS MISSION SPECIAL SOY BUTTER FLAVOR" 

| Ikeno 



m pretty sure these muscles are examples of the influence Akiman's 
^jstrations from "Marvel Super Heroes" had on me. (Ikeno) 
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PRIZE "NIGHT WARRIORS NOTE' 



1/ j 

x J 





ijf >r^C, r J \ \ / / J yL A 

( o ) (l 

0 Nr 





oj f f 1 

0 d 1 

La UJ < 


iiiu»irjtmi h- Gouda Cheese (Bengus) 



V 

NIGHT WARRIORS CONCEPT ART 

| illustrated b> | Gouda Cheese (Bengus) 



V 

Hs*en-Ko ilustrotion at the bottom left looks really cute. The sisters at the top right COMIC NIGHT WARRIORS 
ook good «.*'©w drew these, but I don't remember how or when. (Gouda Cheese) I m>i»tn»i«i | Gouda Cheese (Bengus) 
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DRAMA CD "NIGHT WARRIORS: 

DARKNESS MISSION SPECIAL SOY BUTTER FLAVOR" 

Ikeno 

This is another illustration that reflected the story contained in the 
xama CD, and this is yet another example of me forgetting the bat 
ac-em on Morrigan's tights. (Ikeno) 


V 

NIGHT WARRIORS EXCLUSIVE 
MAGAZINE ART 

| illustrated b* | Shima Macda 
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DEMITRI 

I had Gouda Cheese (Bengus)'s illustrations of 
Demitri and Jon Talbain to serve as examples for me, 
and since we were moving away from the oblique 
line style of previous generations, I went all out with 
the muscles. (Ikeno) 


JON TALBAIN 

I tried to use the posing and lighting to enhance the three- 
dimensional look of the illustration, but I don't think it worked 
out the way I wanted it to. Akiman and Gouda Cheese 
(Bengus) are really good at pulling out the three-dimensional 
look with the use of their shading, so I hope to learn a few 
things from them. (Ikeno) 
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VICTOR VON GERDENHEIM 



Coloring is one of my biggest weaknesses, and I'm always 
looking to the examples set by Gouda Cheese (Bengus) as 
far as the way he uses subtle gradations to convey depth. 
(Ikeno) 


LORD RAPTOR 

I believe I used a belt buckle I actually owned at the time as 
a reference for the one you see in this illustration. (Ikeno) 


Vry/Wr 7-h7 
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MORRIGAN 

This one is in landscape format, which is fairly 
uncommon for me. I feel like I could have done 
a little something more with this piece. (Ikeno) 


ANAKARIS 

I can see that I was trying really hard to 
capture that same nuance Gouda Cheese 
(Bengus) easily puts into his work with 
regards to creating a sense of space and 
depth. (Ikeno) 
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CHARACTER VISUALS 














BISHAMON 

Gouda Cheese (Bengus) does such a great job of 
making it feel like the character is coming right at 
you, and I used the posing in this piece to try and 
achieve the same effect. It could be considered 
cheating, but I think using the fisheye lens effect 
grants you a bit more wiggle room in terms of 
fudging perspective. (Ikeno) 


FELICIA 




O'- ‘ 


The main focus of this piece was to move away 
from the usual standing pose for Felicia. You can 
see how I was trying to learn Akiman's method of 
adding warm colors around the edges where the 
light is hitting the character in order to bring out 
the feel of a gentle light source. (Ikeno) 
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RIKUO 

I didn't want Rikuo to be seen as a comical 
character, so I tried my best to make him look extra 
cool... though looking back on this piece now, I'm 
not sure how successful I was. (Ikeno) 


SASQUATCH 

I feel like the posing is too stiff overall. I think I did 
all right with the expression of depth and three 
dimensions, but it would have been nice to add more 
movement and strength to this piece as well. (Ikeno) 
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I CHARACTER VISUALS 

| * ■ ■« ► Ikeno Gouda Cheese (Bengus) 



























DONOVAN 


HSIEN-KO 

That pattern that looks like light being reflected 
off of water is just me copying something I 
saw Akiman do... possibly in the "Captain 
Commando" manga? (Gouda Cheese) 




This piece reminds me of the time a super handsome 
cosplayer approached me and asked, "Do you 
remember writing a comment in a book talking about 
how you colored Anita's sleeves wrong in one of your 
illustrations...?" (Gouda Cheese) 
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NICHE WARRIORS \ CHARACTER VISUALS 



PYRON 

I wanted Pyron to look exciting and cool, so I 
used photos of solar flares as reference for this 
illustration. Speaking of reference materials, it 
was common practice for Kinu Nishimura to 
go hunting for them at bookstores that stocked 
Western products. (Ikeno) 
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CHARACTER VISUALS 

llluMratrd bv | IkenO 


HUITZIL 

I was obviously running low on fuel by the time I got around 
to this one. I tried to coast through it by shading with purple, 
but I'm not confident that I pulled it off. (Ikeno) 
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lUu.lraledtn | Ikcnt) 


DEMITRI 

This Demitri shows more of his post-transformation 
side. I had a design draft by Akira Yasuda (Akiman) 
to serve as an example, and I did my best to capture 
even a portion of the essence I saw in his work. (Ikeno) 


JONTALBAIN 

I tried my hand at the gradation 
technique Gouda Cheese (Bengus) 
uses so well. (Ikeno) 



























NIGHT WARRIORS \ CHARACTER VISUALS 


"NIGHT WARRIORS: PERFECT GUIDE" CHARACTER VISUALS 

lUuitralmi u\ | IkcT10 







VICTOR VON GERDENHEIM 


I probably should have dropped the 
shadows below his waist and emphasized 
the contrast with the light above his head. 
I wish I could go back in time to be part of 
my own approval process. (Ikeno) 


LORD RAPTOR 

This is just a casual moment for Lord Raptor. I'm 
pretty sure I got the reference materials for the 
guitar from Gouda Cheese (Bengus), who is a big 
heavy metal fan. Guitars are made up of a lot of 
straight lines, and it was a lot harder to draw than I 
had expected. (Ikeno) 
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MORRIGAN 




ANAKARIS 

I obviously didn't pay much attention to the 
mob in the background. This piece was for 
a mook and I had to draw the character out 
of battle. (Ikeno) 


As I was drawing this, I kept thinking to 
myself, "Wow, her pants are really really 
red..." I was very careful to ensure that the 
outfit didn't turn out looking too lame. I think 
I should have added more accessories or 
details, though. (Ikeno) 
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"NIGHT WARRIORS: PERFECT GUIDE" CHARACTER VISUALS 



FELICIA 


This overhead style mimics the main visual for "Final Fight" 
and the CD book art for "Street Fighter II". I particularly like 
it when Akiman does this telescopic view because he does it 
so well. (Ikeno) 


BISHAMON 

I included the spirit of his wife Orin because 
she was featured in the game as well. I drew 
the lines with pencil, took a copy, and colored 
it with Copies. (Ikeno) 


Ikeno 
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RIKUO 



It looks like I was doing my best to make 
Rikuo look cool. (Ikeno) 


SASQUATCH 

If I were to redraw this now, I'd 
probably space his eyes out a bit more. 
I also would have made the inside of his 
mouth darker. (Ikeno) 
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"NIGHT WARRIORS: PERFECT GUIDE" CHARACTER VISUALS 

lUuttratnJ b\ | IkenO 


I 



DONOVAN 

I focused on the "hunter's side" of the 
game's theme for this one. Donovan 
strikes this pose in-game when 
summoning his sword. (Ikeno) 


HSIEN-KO 

Vega's claws and Akuma are featured in the game, so 
I included them in the illustration. Hsien-Ko is a popular 
character, but it creeps me out whenever I think about 
how we'd accurately reproduce her zombie skin if we 
ever had to create her in realistic HD. (Ikeno) 
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PYRON 

I wonder if I went with the crossed arms because I 
had drawn Ryu in that pose so many times? I drew 
all those wavy lines around him to represent the heat 
coming off of him, but it looks so bad that I can't help 
laughing at myself now. (Ikeno) 


HUITZIL 

I drew this exactly as the concept was laid out for 
me by someone in the development hub, so this is all 
them. Hm? Laputa? Never heard of it. (Ikeno) 
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NIGHT WARRIORS \ CHARACTER SKETCHES 


| CHARACTER SKETCHES (DEMUR!) r The characters were already done by the time I joined in on development. I think we were able to express 

> I Demitri's arrogant and sadistic nature pretty well through his victory quotes. (Story Concept: Haruo Murata) 



uppepcuts / *we'LL ee putting thb 

PATTePNS TOG6TH6P IN M.A. 

csme Goes pop pootwopk, 

HITS, GUAPD, 6TCO 
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CHARACTER SKETCHES (JON TALBAIN) Being a martial artist, I'd say Jon is closest to Ryu from "Street Fighter II". This character Is a resi* 

I of a path followed one step too far. (Story Concept: Haruo Murata) 
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NIGHT WARRIORS \ CHARACTER SKETCHES 
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| CHARACTER SKETCHES (victor) 


FRONT VIEW 


REAR VIEW 


Victor has a younger sister, and he himself is as mentally innocent as any child. When a character like that is 
given superhuman powers, I think it is easier for them to be corrupted. (Story Concept: Haruo Murata) 


MOTION IDEAS 






































| CHARACTER SKETCHES (lord raptor) 


Lord Raptor was the first character to get dialogue. His evil nature seeps through in the way he 
joyfully murders people, cracking jokes all the while. (Story Concept. Haruo Murata) 
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| CHARACTER SKETCHES morrigan) 


Morrigan basically occupies the same position Chun*Li did in "Street Fighter II", though Morrigan is more "adult" than 
Chun-U. I think Morrigan did a great job of playing out the seductive succubus role. (Story Concept: Haruo Murata) 
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| CHARACTER SKETCHES (anakaris) 


[ 


Anakaris is so out there that my reaction upon seeing him for the first time was, "What the heck!?* He ts an 
ancient pharaoh whose unusual nature is beyond human comprehension. (Story Concept: Haruo Murato 
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| CHARACTER SKETCHES (Felicia) 


Felicia started off as a sex symbol with massive breasts, but she quickly settled into the role of a cute character. She offers a 
unique kind of comfort in a game where most of the other characters are designed to be scary. (Story Concept: Haruo Murata) 
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| CHARACTER SKETCHES (bishamon) 


Bishamon is just a normal human who has been possessed by a cursed set of armor His charnwigfy j 
nature comes shining through in his dialogue. The dog basically just started off as a living prop in fw saoge oar 
has since become an official accessory to Bishamon's character, (laughs) (Story Concept Har\x> Muraio) 
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| CHARACTER SKETCHES(wkuo) 


Rikuo is so handsome that it would be easy to mistake him for the game's main character. He is a smart and entirely 
logical character who fights for reasons we can all understand. (Story Concept: Haruo Murata) 


VICTORY POSE 
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| CHARACTER SKETCHES (sasquatch) 


Sasquatch definitely marches to the beat of his own drum. He is a great example of how a totally free- 
spirited person with superhuman strength could cause some serious mayhem, much like Goku did early 
on in the "Dragon Ball" series. (Story Concept: Haruo Murata) 
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| CHARACTER SKETCHES (donovan) 


Donovan is a normal human, so he needs to use mystical powers to borrow the strength of unearthly creatures in 
order to fight the monsters he faces in battle. I didn't actually notice the similarities between Donovan and "Vampire 
Hunter D" until someone mentioned it to me. We didn't consciously give him a name that starts with "D"; the name 
Donovan actually came as a suggestion from someone overseas. (Story Concept: Haruo Murata) 
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| CHARACTER SKETCHES (hsien-ko) 




FULL BODY 


AXE, SWO PD, I PON SPHEPE, 

bouldep, yASHicHi, sakichi, 

BOOMEPANS, BONSAI, A 6APPEL 
OF SPITISH WINE SHE ACQUIPED IN 
HONS KONS, A MYSTEPIOUS BUDDHA 
STATUE, 8PACELETS SHE PECEIVED 
FPOM A CEPTAIN FEMALE FISHTEP, 
CLAWS SHE PECEIVED FPOM A 
SPANISH FISHTEP DUPINS HIS VISIT TO 
CHINA, ETC. 


Hsien-Ko's trademark is her set of tricky moves. Her backstory is quite dark and somber, with her parents 
been murdered, but unlike Donovan we designed Hsien-Ko as a dark character with a cheerful personality as a 
saving grace. She's a zombie, so she's probably been around for a while, but we intentionally gave her tbe speecr 
pattern of a modern youth because we felt that better suited her personality. (Story Concept: Haruo Mur ate] 


FRONT VIEW 


REAR VIEW 


SLEEVE INTERIOR 
DETAILS 


CHARACTER SELECT 


MEI-LING LINE ART 


VICTORY POSE 


103 


iiiw \URIOKs \< 11 akA c:n it ski k in s 









































NIGHT WARRIORS \ CHARACTER SKETCHES 


| C H ARACTER S KETCHES (HUITZIU I This charocter was created for sheer shock value. We probably gave him projectiles because we wanted him to be able to 

bust through walls. His dialogue is meant to be reminiscent of MS-DOS commands. (Story Concept: Haruo Murata) 
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| CHARACTER SKETCHES (pyron) 


Pyron is the fiery manifestation of a galactic entity. We created him because all of the characters are fighting for different reasons, 
and we felt that one massive boss to aim for would give the game a much-needed sense of unity. (Story Concept: Haruo Murata) 



VICTORY POSE 


VT's/irr 7-h7->7x 
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NIGHT WARRIORS \ MATERIALS 


| STAGE VISUALS 




THESE THINGS APE STUCK ONTO 
HIS FACE AND OPPEP SOME 
PPOTECTION AGAINST DEMONS 


| DONOVAN DRAFTS 


CHAKPAM 


WHITE 


THC CHAKPAM 
COULO CUT HIM 
UP WHILE HE'S 
WALKING IP HE 
OUST LEPT IT 
HANGING, SO 
HE USUALLY 
TPAVELS WITH 
IT APOUNO HIS 
HEAP LIKE A 
HAT...? 


TANNED 
l SKIN 


NUNCHAKU 


USUALLY 
HOLDS HIS 
HANDS LIKE 
THIS ey 
DEFAULT 


Gouda Cheese (Bengus) joined 
in on Donovan's design. He drew 
all of the sketches on this page. 
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NIGHT WARRIORS \ MATERIALS 
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NIGHT WARRIORS \ MATERIALS 


I 


i 








He THINKS He'S ALU COOL, 
BUT THe FACe ON THe 
LOWet? HALF IS C(?yiNS. 


THAT'S 


TOO FAP, 


I SOT A LITTLE CAt?t?IEO 
AWAy AND ooe W THE 
ELEMENTAL... 

I THOUSHT THIS WAS 
STILL A SECPET...? 

OCAWN BY KANAMESHI 
6 KIMO KIMO 


PPACTIC6 DUMMY 

pop Neweies 

MP. DeKUNOVITCH 


I CHARACTER CONCEPT DRAFTS 


HL4PK' YOU 
SOT M£/ 
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DARKSTALKERS' 

3 

v 

VAMPIRE SAVIOR 2 
:The Lord of Vampire 
v 

VAMPIRE HUNTER 2 
: Darkstalkers' Revenge 

v 

DARKSTALKERS CHRONICLE 
:The Chaos Tower 
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DARKSTALKERS 3 MAIN VISUAL 

| illustrated by | Gouda Cheese (Bengus) 

I'm pretty sure I was still using the mouse to color 
illustrations when I was working on "Darkstalkers 
3" stuff. I was surprisingly slow to jump on the 
tablet bandwagon. (Gouda Cheese) 


r /\ 


AT / (/ j 

JU / M 
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V 

MOOK "ALL ABOUT DARKSTALKERS 3 

| lUuMraMdb> | Gouda Cheese (Bengus) 

I believe this was for the cover of a mook or something. Anakaris is a candle 
holder, and Bishamon is in the frame of the mirror. (Gouda Cheese) 


7— H7— 
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DARKSTALKERS 3 CONCEPT ART 

| iiiuotraird b> | Gouda Cheese (Bengus) 

I really like this piece. Lilith is gazing jealously at 
Morrigan's breasts. (Gouda Cheese) 
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V 

DARKSTALKERS 3 CONCEPT ART 

| illustrated h% Gouda Cheese (Bengus) 

This is another one that I really like. I went al ihe way to a 
model gun shop to get references for the gun, but I enaec jc 
walking out without buying anything (Gouda Cheese 




US 
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DARKSTALKERS 3 ILLUSTRATION CARDS 


| in>.>iratni | Gouda Cheese (Bcngus) 

I like both of these poses. (Gouda Cheese) 
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VAMPIRE SAVIOR 2 / VAMPIRE HUNTER 2 CONCEPT ART 

| iiiMiraudin j Gouda Cheese (Bengus) 

I like the one on the left. The iron sphere's wavy highlights reaching all the way to the 
spikes is something I got from "Black Dragon". Respect! (Gouda Cheese) 


V 

VAMPIRE SAVIOR 2 ILLUSTRATION CARD 

I , « u » , r«t"i | Gouda Cheese (Bengus) 














DEMITRI 

I imagine he's saying something like, 
'"haughty laugh* And how have you 
been lately?" (Gouda Cheese) 


JON TALBAIN 

I think this image of Jon looks pretty 
cool, don't you? (Gouda Cheese) 


CHARACTER VISUALS 

* mmm » Go«il ChcOC ' BdlgUS) 
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VICTOR VON GERDENHEIM 


It looks like he's rolling a booger between his fingers. (Gouda Cheese) 


LORD RAPTOR 

"Nailed it!" I looked it up and found out that I 
drew this one back in 1996. (Gouda Cheese) 
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CHARACTER VISUALS 

Gouda Cheese (Bengus) 



MORRIGAN 


ANAKARIS 


His face is so tiny! Back when I drew this, Anakaris 
was my favorite character to play. (Gouda Cheese) 




rv 

pi 


1 ^ 
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CHARACTER VISUALS 


lUutiratni • | Gouda Cheese (Bengus) 



SASQUATCH 

This is Sasquatch saying, "Wassup!? 
It's meee!" (Gouda Cheese) 


RIKUO 

I always have fun coming up with new 
poses for Rikuo. (Gouda Cheese) 
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I CHARACTER VISUALS 

mutinied b» | Gouda Cheese (Bengus) 



B. B. HOOD 


B. B. Hood is such a great character. I always 
have fun drawing her. (Gouda Cheese) 


Q-BEE 


Unlike B. B. Hood, I find Q-Bee rather 
difficult to draw. (Gouda Cheese) 
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CHARACTER VISUALS (VAMPIRE SAVIOR 2 / VAMPIRE HUNTER 2) 

illustrated by | Gouda Cheese (Bengus) 


DONOVAN 


This is my favorite illustration of Donovan. At 
least I got the color of Anita's sleeves right in 
this one. (Gouda Cheese) 
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I CHARACTER VISUALS (vampiresavior 2 /vampirehunter 2 ) 

iiiuMratnj in | Gouda Cheese (Bengus) 



HUITZIL 

‘Someone other than Gouda Cheese (Bengus) 
drew this image of Huitzil. 


PYRON 

I really like how this Pyron 
turned out. That flare's just 
shooting right out of his 
eye. (Gouda Cheese) 
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I CHARACTER VISUALS (darkstalkers chronicle: the chaos tower) 

Illustrated l>\ | IkdlO 
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I CHARACTER VISUALS (darkstalkers chronicle: the chaos tower) 

* UDON 



MORRIGAN 


As the face of the series, there's always a lot of pressure associated 
with drawing Morrigan. Focusing too much on portraying the 
character's personality resulted in proportion issues with her body, 
but Okano from the Capcom Design Studio was kind enough to 
provide some helpful advice to rectify that. (Arnold Tsang) 


MORRIGAN (ADDITIONAL HAIR) 

This was the first time I ever drew Morrigan. I 
tried to make her as sexy as possible, but then 
I was informed about the "maximum breast 
exposure 50%" rule and had to make this 
adjustment. (Arnold Tsang) 
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DEMITRI 



I have fun drawing Demitri because you can do different 
things with the movement of his cloak every time 
Looking back at this piece now, though, I feel like I could 
have done a little something more with it. (Arnold Tsang) 


LILITH 


This image of Lilith is one of my personal 
favorites, though I'm not entirely happy with 
the way her breasts turned out. Lilith's breasts 
are difficult to work with because you have to 
balance the innocence of a little girl with the 
allure of a woman. (Arnold Tsang) 


DONOVAN 


Donovan is my favorite character in the "Darkstalkers 
series. Anita is fun to draw, too. (Arnold Tsang) 
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LORD RAPTOR 


MORRIGAN 


ANAKARIS 


BISHAMON 


| CHARACTER SKETCHES 


DEMITRI 


VICTOR VON GERDENHEIM 


RIKUO 


JON TALBAIN 


FELICIA 
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I don't remember what I drew these for... but this style is pretty interesting, so 
I'd enjoy having another opportunity to draw in it. (Gouda Cheese) 
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7Z 

T. 


| CHARACTER SKETCHES (demitri) 


| Murato draws so well that I basically jost try to mimic tbe exomple imoges I get from him. (Gouda Cheese) 
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I CHARACTER SKETCHES (JON TALBAIN) ^ I particularly like his victory pose. (Gouda Cheese) 
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| CHARACTER SKETCHES (victor) 


He's preparing to flick a booger in his character select image... I can't remember if he actually does at any point 
in the game. (Gouda Cheese) 
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| CHARACTER SKETCHES (lord raptor) I really like the victory pose. (Gouda Cheese) 





LO QO PAPTOP GETS LAQGEQ 
IN THPEE STAGES 


> £ 

^ ...... 

| 



lli' 
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'A- 1 
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p>ii 1 
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| CHARACTER SKETCHES (MORRIGAN) £ | like the one where she's hugging her own knee. (Gouda Cheese) 


CHARACTER SELECT 




MOPPISAN LOOKS DOWN 
UPON LILITH AS SHE 
LAMENTS, "I THOUSHT... I 
THOUSHT I'D FINALLY SET TO 
PETUPN TO MY TPUE 90DY" 






U WTv 


VICTORY POSE 






\V£J 


6 


V 

7$ 

i ; 

CEV 


4- 


V 

r ^ 




<Mlg 



- rv? 




t 
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He looks so regal from the front. (Gouda Cheese) 


| CHARACTER SKETCHES (anakaris) 




ENDING 






aeewdecaoes 

LATEP, AT SOME \ 
PANDOM STPEET ^ 
COPNEP... "HUH? 
WHAT'S THIS 
LISHT...? 

WHOA.' 
AAASH.'.'.'" 


[ uLr 


t 


THE ENTlCC 
SCPEEs 
SHAKES UP 
AND 0OW* 




1 
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ex- A* A 
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| CHARACTER SKETCHES (FELICIA) ^ I like how Felicia is always cheerful. (Gouda Cheese) 
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(2J-JARACTER. SKETCHES (BISHAMON) j The person who created Bishamon often suggested animes for me to watch. (Gouda Cheese 
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| CHARACTER SKETCHES (RIKUO) 


I'd be interested in seeing Aqueria's breasts clearly. The kids are too cute! (Gouda Cheese) 



VICTORY POSE 


CHARACTER SELECT 


EACH PIN PACTS INTO THPEE POINTS AND LIES 
PLAT LIKE HAIP THAT IS 8PUSHED SACK 


ENDING 


WHISKEP <?) 
SLOWS 


SLISHTLY 

POINTED 

NOSE 


LONS PINS 


PIKUO PEEPS INTO THE WHIPLPOOL 


D«*<* 
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I CHARACTER SKETCHES (SASQUATCH) | literally just copied Murata's example art. (laughs) (Gouda Cheese) 
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| CHARACTER SKETCHES (lilith) 


With regards to design, Lilith is basically Morrigan, so her concept started off with us figunng out why Mongar -ojc 
have a clone or "other half". Lilith was a "boyish girl" archetype who was aheod of her time. (Haruo A*jrc*oj 
I like the way the collapsed Morrigan turned out. (Gouda Cheese) 











T- 
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| CHARACTER SKETCHES (b. b. hood) 


This character exists because of Akiman's design work. She is a human who accidentally 
got included in Jedah's summons. With crazy moves that include calling in two hunters 
(John and Arthur) to help her, B. B. Hood is all about making an impression and less 
about the usual logical character development. (Haruo Murata) 

I honestly think this was a fantastic idea for a character. (Gouda Cheese) 


CHARACTER SELECT 




A 






ENDING 



CHILD 





MOTHS-: 


PATne: 



NON5 
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| CHARACTER SKETCHES (Jedah) 



| CHARACTER SKETCHES (huitziu T Huitzil has no facial expressions and he doesn't have a wide variety of 

L poses, but he always looks good no matter what. (Gouda Cheese) 

! CHARACTER SELECT 




HUITZIL HAS WON THE BATTLE, BUT HIS DAMAGE 
GOES BEYOND ANYTHING HIS AUTO-PEPAIP 
FUNCTIONS CAN HANDLE. REALIZING THAT HE 
WILL NOT PECOVEP AND THAT SHUTDOWN IS 
IMMINENT, HUITZIL TPANSPEPS HIS PPOGPAM 
TO HIS COUNTEPPAPTS. 

"PEPAIP PPOTOCOLS HALTED... ENEPGY 
OUTPUT DECPEASING... SWITCHING TO BACKUP 
GENEPATOPS... TPANSPEPPING PPOGPAM..." 



UNDEPNEATH THE MAYAN PUINS, OTHEP 
POBOTS LIKE HUITZIL COME OUT OF STASIS. 
(THE LIGHT IN THE POOM PEFLECTS OFF OF THE 
EYES OF THE POBOT IN THE POPEGPOUND) 


"HEY' WE'VE GOT A FLEET OF UNIDENTIFIED 
FLYING OBJECTS HEADED THIS WAY/” 

AN INTELLIGENCE OFFICEP OF SOME COUNTPY 
IS SHOUTING AS HE LOOKS AT MONITOPS. 
(MAYBE AN AIP FOPCE 8ASE?> 


PIPST, SHOW THEN SHOW THE 
PE O SLOWING WALL CHAM8EPS. 
LIGHTS. CLEFT TO PIGHT) 


LIGHT SHINES ON 
THE POSOTS IN 
THE POPEGPOUN 0 





THE POBOTS BEGIN LANDING IN A CITY THEPE 
APE TONS OF THEM AND THEY CLEAPLY 
OUTNUMBEP THE HUMANS. 

"INTELLIGENT LIFEFOPMS CONFIPMED. 
ENGAGING GENOCIDE MODE..." 

*CAN WE USE THE WOPD "GENOCIDE"? 
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| CHARACTER SKETCHES <pyron) 



ENDING 


(PIP5T 5CENE: 8ACK5POUN0 
15 MAKAI EN5ULPED IN PLAME5) 

PYPON 15 DISAPPOINTED BY THE PACT THAT 
MAKAI 15 8EINS 0ESTPOYE0 APTEP HP HAD SONE 
THPOU5H 50 MUCH TPOU8LE TO SET IT. 


dap* eeo 


7^, 


"5UCH A PATHETIC WOPL0 15 NOT WOPTHY OP 
8EINS INCLUDED IN MY COLLECTION..." 

(SECOND SCENE: 8ACKSPOUN0 15 A SALAXY) 



"I'M SETTING A LITTLE BOPED OP ALL THI5. 
PEPHAP5 IT'5 TIME TO VI5IT THE NEXT SALAXY.." 


I MACE OP MAKAI 
BEING DE5TPOYED 


v —V 

1 


| CHARACTER SKETCHES (donovan) 




CJUS'AMUO 

: thought you ace ■ 
appeals: 

XXXfcN *CO«e AMTA. OPEN voue eves. ■ 
cpaoe to w*«te> 

?OM>AN PUL-S *S HAND OUT oe OMVteC 


Wi -we vou s uoojto wnx 
'■e 5i»e cu?seo as : » 
t»«n jt~ -s so sow 

*>«s pkth o dapkness : s-ear 
*e s*u^ bctm uwe to see ^ 
tuo op a. tvc r 



ANITA S PRONE 
Jl POPM ON A SLACK 
V BACKGROUND, 



| CHARACTER SKETCHES (deb 


| CHARACTER SKETCHES (anita) 





Dee was basically developed as a Demitri alternate, but we were running out of 
ideas at the time and decided to go with a serious case of anterograde amnesia. 
His memory is essentially wiped every 30 minutes, so he will even forget about a 
fight once it's over. He was an easy character to work with because we didn't have 
to come up with any unique victory dialogue for him. (laughs) (Haruo Murata) 
Anita looks so cute when she's holding her hat. Wait... is she a playable character 
or not? (Gouda Cheese) 


VrytiJT 7—h 7—77. 
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| STAGE VISUALS [ Starting with "Night Warriors", the stages are no longer specifically themed after characters. 



TOWER OF ARROGANCE 



DESERTED CHATEAU 



CONCRETE CAVE 
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RED THIRST 




ABARAYA 





VANITY PARADISE 


7-h7-^X 
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> 

P0 


| STAGE VISUALS 


(Regarding the Fetus of God stage) I wasn't married yet at the time, but when I came up with the idea for a stage with a giant 
semitransparent baby, I did wonder how I'd feel if my future baby turned out this way. (Yuki Yokoyama, from page 220) 



m 

m 

mi 





I' .-frJl! 

m 


mm 


WAR AGONY 



GREEN SCREAM 



IRON HORSE, IRON TERROR 
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FOREVER TORMENT 



FETUS OF GOD 


| STAGE VISUAL (DARKSTALKERS CHRONICLE: THE CHAOS TOWER) 



j CHAOS TOWER 




s i Vi IMA nvis \ \ 
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| OPENING STORYBOARD 
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JEDAH REGENERATION (TORSO) 


| OPENING STORYBOARD 
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| OPENING STORYBOARD 




| CHARACTER DESIGN IDEAS 


These character design ideas are being released to the public for the first time ever. 
Sadly, these great characters and ideas did not make the cut. 
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| CHARACTER DESIGN IDEAS 


LILITH DRAFTS 


The initial concept had Lilith as 
Morrigan's elder sister, a half-breed of 
demon and angel. Her fighting style 
was different from Morrigan's, and 
involved her hair taking on the shapes 
of weapons in order to attack. 


she coulo ee a 

HEPMAPHPOOITE, 
OP IT COULO 8E 
LATEP PEVEALED 
THAT 5HE IS 
ACTUALLY A HE... 
WHAT OO YOU 
THINK? 


AN66L 

•THIS DESIGN 
IS STPICTLY 
CONCEPTUAL. 


Q-BEE DRAFTS 


Q-Bee's character started off with the simple 
concept of a "bee woman". There are numerous 
unique concepts put into her design that make her 
distinct from the other characters. 


HEP ATTACKS WILL 
INVOLVE CLASSIC 
BALLET MOVES. 

IN FACT, WE COULO 
MAKE IT SO 
THAT SHE'S NOT 
INTENTIONALLY 
FIGHTING, BUT 
PATHEP IS SIMPLY 
DANCING AND 


HAVING THE WINGS 
PEPMANENTLY ON 
HEP BACK MAKES 
HEP LOOK TOO 
MUCH LIKE HONEY 
OP FIGHTING VIPEP, 
SO WHAT IP WE 
OUST HAD SMALL 


USES HEP UNIQUE FOPM AND 
PHEPOMONES TO ATTPACT HUMAN 
MALES, CAPTUPE THEM, AND TAKE 
THEM BACK TO HEP HIVE. "HEPE APE 
OTHEP FEMALE WOPKEP SEES AT 
THE HIVE, BUT THEY WEAP A HUMAN 
MALE FOPM 


B. B. HOOD DRAFTS 



This S-Class hunter also goes by the nickname 
"Lovely Hunter". Her two-faced nature 
(adorable and terrifying) has been part of her 
character concept since the very first draft. 




SKIPPING WITH 
HEP DOG. 


J7 


POPWAPD WALK 




cpouch 


POPWAPD JUMP 


ooo, 

a eurreefLy.'.' 


Ce ^CHESrg^f 


ACTING SCAQBO 


WH- 

WHO A?e 

you...? 


A 

MONSTee.' 

OUHf 


"BEAUTIFUL MEMORY" IDEA 



Sc A Qy, 


BACK (DASH 



DeSPSPADO SHOT' 2 




*SLAM* 



& 




0MMOM 
TM f 
FOQ 




• 0 U 5 TIK 
NMH 
* yi off 


H’ 


<S> 


BONUS OF GPAB FAILS? 



WEREWOLF BARABA (TEMP) 

This character concept was brought 
up as a potential rival character for 
Jon Talbain. Baraba was going to 
be the strongest werewolf in all of 
Makai, and a distant ancestor to Jon 
Talbain. Baraba's backstory had him 
in a tentative alliance with Demitri, 
with the two of them having gone up 
against Lord Belial together. 


DANCES ABOUND IN CIPCLES 


yyyiW r-bv-tx 
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| CHARACTER DESIGN IDEAS 


This version of Anita was slated to appear in "Night Warriors". They had considered giving her the 
ability to manipulate a doll as a fighting style. Several different concepts were put on the table for 
Anita, with varying ages, personalities, appearances, and emotional expressions. 










































| ENDING IDEAS 


DONOVAN 1 


After defeating Jedah, Donovan makes the decision to remain in 
Majigen while sending Anita back into the human world. 







DONOVAN 2 


Donovan's long battle ended with him being consumed by the powers of darkness. He goes so far as 
to attack Anita, but his special bond with her stays his hand and he reclaims his humanity. 



ANITA 


This ominous ending foreshadows the possibility that Anita 
ends up being absorbed into Jedah. 
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| DEVELOPMENT NOTEBOOKS 
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DONOVAN'S AFTERMATH 


THE QUESTION EVEQYONE IS (PeOSABLY?) ASYINS: 

WHAT HAPPBNBO TO DONOVAN? (fiction/? 


'GLIMMEP* 



he's pipe 

FOP THB 
PICKING... 



DONOVAN 
WENT ON 
TO DO ALL 
MANNED 
OF EVIL 
THINGS. 


I SEEf 



ey icimo icimo 


SO THIS IS WHEPE THAT 
DEMON WITH THE CHEAP 
BOUNTY LIVES ... 


'SMACK* £ 
•SMACK* w 



CHIN Up DONOf 


IT'S INTEPESTING TO 
PONDEP HOW A BATTLE 
BETWEEN B. B. HOOD 
AND DONOVAN WOULD 
PLAY OUT I WONDEP 
WHAT DONOVAN THINKS OF 
B. B. HOOD'S WAY OF LIFE. 





IF YOU WANT 
PESPECT AS A 
DEMON, YOU HAVE 
TO DO MOPE EVIL 
STUFF, DUDEff 


GOOD KIDDieS SHOULD N£VE(? TQUST B. B. HOOD // 


THE LIFE OF A BEE: PART 2 



THB UBB 
OB A BBB: 
PAPT2 


IT'S 


\ 


THB 

BNP 


...ANO THAT'S HOW 
I BECAME A BULLY- 
BLBO&BO BBB! 
ANYWAY, IHAVB 
A FISUPB BISHT 
OANCB LBSSON 
NOW, SO I'LL TTYL! 


I &UBSS 
THIS IS THB 
FOPMBP 
QUBBNP 



WHAT UNO OF FACE 
PO YOU WANT? 


I'VB BBBN BOPN. 
I DON'T HAVB A 
FAKE FACB YBT. 



(|> MY UBB STAPTS WITH 
LBAPNINS HOW TO SINS, 
AS THAT IS HOW WB 
COMMUNICATE. 


THIS IS WHAT'S POPULAP 
AMONS THB COOL KIPS. 
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I SECRET FILE 




This is the official pamphlet that was sold when "Night Warriors" was released. The members 
of the Capcom Design Studio personally planned and designed this booklet. 


COVER 



The cover was designed to look like the box art for 
a North American horror movie. 
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PAGE 1 


> 

? 


This page is entitled "Vampire Savior [Night 
Warriors] Gallery", and is meant to look like a wall 
plastered with horror movie posters. 
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PAGE 2 


PAGE 3 





; PAGE 4 


PAGE 5 | 
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3-2-8Uchihirano-machi. Chuo-ku, Osaka 540 Japan 
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r ^ Printed in Japan. 

WARM Mi: For pi nole home laughter only. 
ME VIDl.f j We will curse ana torment the unauthorised 


L ord Demitri Maximoff (vampire master from ; 

Vampinc Curse), Mistress Morrigan Aensland I' 5 

(succubus from Seducer of the Night), 

Victor von Gerdenheim (creature from The Pupil of ' J 

Frankenstein ), King Anakaris (mummy from Tiaraoh's 
(judgement), Gallon (werewolf from TheQoomedFagd^^^k 
Aulbath (merman from It Came Frofntfa v • » 

Sea) and more... 

They are Darkstalkers, the most magnificent beings of the night.Now.who dares to 
challenge these famous monsters of the filmland again?lt’s Jedah.one of the ancient 
Three Lords of Darkrealm.S0 do three more death-wishes, Bu!leta,Q-Bee,and Lilith. 
Well,what kind of maniac are you? This ain’t none of videocassette packages, y’see. 
So I don’t have any kind of serious introductions or notes. You should expected this 
sort of bullshit! 


HOME VIDEO 
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Starring DEMITRI MAXIMO!F MORRIGAN AENSLAND i dPHtEl 
VICTOR VON GERDENHEIM ANAKARIS GALLON 

ALLBATH and lots more I lj| I 

Introducing BLLLETA Q BEE LILITH L-wdruJ 

and JEDAH the Vampire Savior 
Story by Mutchv Muratar Produced by Norry Eunamiz 

Directed by Messy Eejiman Color /12 Stases I 
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DARKSTALKERS 

RESURRECTION 
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V 

DARKSTALKERS 
RESURRECTION MAIN VISUAL 

| iiiu.ir.icd ir> | Stanley Lau 


Capcom told me that the concept for this piece was two "Darkstalkers" titles clashing, and they also asked me to use both exclusive 
and shared characters. Kevin Converse, an art director over at Capcom USA, even sent me a few rough sketches! I was blown 
away! I positioned the wonderfully sexy Morrigan smack-dab in the center with her hands extended forward as if to hold and 
support the other Darkstalkers. I also wanted to include Donovan and Demitri, two other well-known characters from the series, in the 
background. This was a very exciting piece for me. (Stanley Lau) 
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CHARACTER VISUALS 


DEMITRI 


Of all the Capcom games out there, the "Darkstalkers" 
series was my second-favorite (my absolute favorite 
being "Street Fighter", of course!). I still remember the 
very first time I played "Darkstalkers" in the arcade. The 
character designs, the flashy moves, and the rich world 
itself made a strong impression on me. It made me feel 
like I was experiencing an interactive anime with some of 
♦he most unique characters I had ever encountered. As a 
result, my allowance always disappeared into vs. battles 
against my friends... (Stanley Lau) 


JONTALBAIN 


VICTOR VON 
GERDENHEIM 
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DARKSTALKERS RESURRECTION™ \ CHARACTER 



LORD RAPTOR 


ANAKARIS 


I CHARACTER VISUALS 

| iiiuMraird i.v | Stanley Lau 


"Darkstalkers Resurrection" may not technically be a "new game", but I 
am still honored to be a part of the newest "Darkstalkers" frenzy. A huge 
thanks goes out to Capcom for this great opportunity! (Stanley Lau) 

MORRIGAN 


I was very excited when Capcom USA approached me with illustration 
work for "Darkstalkers Resurrection". I've been a fan of Capcom games 
for over two decades, so I felt extremely honored when I was granted 
the opportunity to work on the art for "Street Fighter III: 3rd Strike 
Online Edition", and now I get to be a part of "Darkstalkers" history, 
which is like a dream come true. (Stanley Lau) 
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FELICIA (VARIANT) 


FELICIA 


RIKUO 


BISHAMON 
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CHARACTER VISUALS 


SASQUATCH 


HSIEN-KO 


Once the "Darkstalkers Resurrection" project got 
started, I had many conversations with Capcom 
USA regarding the direction they envisioned for 
the art. After studying the previous "Darkstalkers" 
illustrations, I thought it would be a good idea to add 
a fresh new twist to that classic style. (Stanley Lau) 


DONOVAN 
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LILITH 


B. B. HOOD 


To be honest, the hardest part of drawing these 
"Darkstalkers" illustrations was keeping rrry aw- 
personal feelings of nostalgia from weKng up oU 
of control. I know every "Darkstalkers' tan ex* 
there has their own memories of the old art sc 
changing it in any way was not someo ne txx 
lightly. I ended up using a brighter watercocr 
style, and emphasized the poses (Stanley Lrx 
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CHARACTER VISUALS 




iUu.ir.t«i i» | Stanley Lau 


With regards to the character art, I made sure to emphasize their poses 
in ways that best showcased their unique qualities. As for the costumes 
and colors, I referred to the in-game sprites and past illustrations while 
still adding my own personal taste to it all. I felt my heart dancing in 
my chest when I was drawing Morrigan and Felicia, my two favorite 
characters. Morrigan was the first character I ever played in the entire 
"Darkstalkers" series. Not only is Morrigan incredibly beautiful, some 
of her moves are reminiscent of Ryu and Ken's, which made her a great 
transition character for me. (Stanley Lau) 


JEDAH 


VALENTINE CARDS 
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OTHER DARKSTALKERS™ \ VS. SERIES 


i 



MORRIGAN 


MARVEL VS. CAPCOM 


When I was working on "Marvel vs. Capcom 
2" art, I was also doing illustrations for 
instruction cards and such for titles like 
"Power Stone 2", "Space Rescue Joe", and 
"Jojo's Bizarre Adventure"... Oh, and I also 
had my wisdom teeth removed at around 
that time. (Gouda Cheese) 



"MARVEL VS. CAPCOM SECRET FILE" COVER 


| MARVEL VS. CAPCOM 2 

► CHARACTER VISUALS 




| MORRIGAN 


: FELICIA 



ANAKARIS 


B. B. HOOD 


| MARVEL VS. CAPCOM 3 


| ULTIMATE MARVEL VS. CAPCOM 3 




► CHARACTER VISUALS 


MORRIGAN 


► CHARACTER VISUALS 


MORRIGAN 


HSIEN-KO 


FELICIA 
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UNUSED 


| CAPCOM VS. SNK 2: MARK OF THE MILLENNIUM 2001 


| CAPCOM VS. SNK: MILLENNIUM FIGHT 2000 


Clearly, I forgot about the bat pattern on 
the tights in the unused illustration. My 
best guess? Morrigan changed into a 
different set of tights. (Ikeno) 
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JEDAH 


ANAKARIS 


I MAIN VISUAL 


SOUNDTRACK CD JACKET 


PYRON 


PLAYSTATION 2 PACKAGE 


| CAPCOM FIGHTING EVOLUTION 


► CHARACTER PORTRAITS 


DEMITRI 


FELICIA 



Of all the endings, Anakaris' ending was the most 
confusing for me. Anakaris is really unique and his 
design is awesome, so it was really fun to draw his face 
on the surface of Mars... but why do two guys who are 
completely unrelated to the actual game seem to be 
taking up the main roles in this ending? (UDON) 


j ANAKARIS 
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► ENDINGS 


FELICIA 


! JEDAH 




| TATSUNOKO VS. CAPCOM 


I was super excited when I heard I'd get to draw Dante 
for this ending, but a little disappointed when I found out 
it would just be his back. Still, I'm satisfied that I got to 
draw Dante. (Arnold Tsang) 


RYU (includes JON TALBAIN 



This was the first ending I finished working on. I thought 
it was "so Ryu" that he doesn't bat an eye at the notion 
of fighting a monster! That made it really fun to draw 
(Alvin Lee) 




I TATSUNOKO VS. CAPCOM: ULTIMATE ALL-STARS 

► ENDINGS 


MORRIGAN 


MORRIGAN 


► ENDINGS 
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| SUPER GEM FIGHTER MINI MIX / SUPER PUZZLE FIGHTER II TURBO 



"SUPER GEM FIGHTER MINI MIX" 
MAIN VISUAL 


"SUPER GEM FIGHTER MINI MIX" 
SECRET FILE 


"SUPER PUZZLE FIGHTER II TURBO" 
SECRET FILE 



"SUPER PUZZLE FIGHTER II TURBO" 
SECRET FILE 



MOOK 

"ALL ABOUT SUPER PUZZLE FIGHTER II TURBO" 





SHIKISHI 



► CHARACTER VISUALS (SUPER GEM FIGHTER 


MINI MIX) 


MORRIGAN 


HSIEN-KO 


FELICIA 


PROMOTIONAL ART 


PROMOTIONAL ART 


DONOVAN 


Moeei&AN 

I'M SO 80PED... I 
WISH SOMETHING 
EXCITING WOULD 
HAPPEN... 


HSIBN'ICO 

HAPPINESS IS... 
EATING.' DON'T 
YOU AG PEE, SIS? 


FELICIA 

ON DAyS LIKE 
THIS, IT'S BEST 
TO NAP ZZZ... 


SUPER GEM FIGHTER 
MINI MIX 

INSTRUCTION CARD 
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► CHARACTER VISUALS (SUPER PUZZLE FIGHTER II TURBO) 



I tried aiming for more of a fantasy vibe than before by 
removing some of the excess details. (Ikeno) 




HSIEN-KO 


This is yet another homage to the 
art of Bengus (Gouda Cheese). 
(Ikeno) 



This is basically a revamp of a pose I did for "Night Warriors". (Ikeno) 



DONOVAN 


Again, paying respects 
to Bengus. Being able 
to do stuff like this is the 
best part of drawing 
SD characters. (Ikeno) 


► ONIMUSHA SOUL 



MORRIGAN 


LILITH 


GRADE 1 


GRADE 7 


GRADE 3 


GRADE 1 GRADE 3 


GRADE 3 


GRADE 


GRADE 5 




GRADE 1 

I GRADE 3 


GRADE 5 
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MORRIGAN (KIMONO) 


GRADE 7 
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BADGES 


PSP MISCELLANEOUS 


CAPCOM DESIGN WORKS 


TELEPHONE CARDS 


ALL ABOUT CAPCOM FIGHTING GAMES 


PINS 


UNUSED 
CAPCOM VS. SNK 
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CAPCOM FAN CLUB 



MOBILE PHONE WALLPAPER 


OFFICIAL NEW YEAR'S POSTCARD 






OFFICIAL NEW YEAR'S POSTCARD 



OFFICIAL CALENDAR 
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MOBILE PHONE WALLPAPER 
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CAPCOM FAN CLUB 


"CANNON SPIKE" CHARACTER VISUAL 


CAPCOM FAN CLUB 




MERCHANDISE MATERIALS 


Gouda Cheese (Bengus) 
drew the base art for these 
materials, which were later 
refined byTamioofthe 
Design Studio. 
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| SNK VS. CAPCOM: CARD FIGHTERS' CLASH (SNK PLAYMORE) 



PACKAGE 




SNK VS. CAPCOM: 


SNK VS. CAPCOM: 


CARD FIGHTERS' CLASH 2 (SNK PLAYMORE) 


SVC CHAOS (SNK PLAYMORE) 




yryrW 
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DEMITRI 


JON TALBAIN 



VICTOR 



| SNK VS. CAPCOM: CARD FIGHTERS DS (snk playmore) 

► CARD ILLUSTRATIONS 



SASQUATCH 


ANAKARIS 


BISHAMON 




LORD RAPTOR 
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| SNK VS. CAPCOM: THE MATCH OF THE MILLENNIUM (SNK PLAYMORE) 


B. B. HOOD 


MORRIGAN 


MORRIGAN 


FELICIA 


GROUP SHOT 
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| NAMCO X CAPCOM (namco bandai games) 



CHARACTER VISUALS 


MORRIGAN 


DEMITRI 


These character visuals were 
drawn byTakuji Kawano of 
"SoulCalibur" and "Tekken" fame. 


HSIEN-KO 


FELICIA 


► CUT-INS 


DEMITRI 


MORRIGAN 

































► FACIAL EXPRESSIONS 


HSIEN-KO 


| PROJECT X ZONE (namco bandai games) 

► CHARACTER VISUALS 

DEMITRI 


MORRIGAN 



DEMITRI 
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| CROSS EDGE (compile heart) 

► CHARACTER VISUALS 


















MORRIGAN 


FELICIA 


EVENT CG 
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"NIGHT WARRIORS: DARKSTALKERS’ REVENGE" ANIME PROMOTIONAL ILLUSTRATION 



illustrated | Shuko Murase 

This section contains the conceptual art related to the "Night 
Warriors" OAV that was released in 1 997. These hidden 
masterpieces are credited to Masashi Ikeda, the director of "Mobile 
Suit Gundam Wing", and the character designer Shuko Murase. 


SOUNDTRACK 


JACKET ILLUSTRATION 


ILLUSTRATION 


MORRIGAN 
FULL BODY 


! ILLUSTRATION 


LINE ART 
FOR JACKET 
ILLUSTRATION 


Vt's/WT 7- h7-*X 
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ANIME "NIGHT WARRIORS" MATERIALS 


illustrat'd bv | Shuko Murase 


DEMITRI MAXIMOFF 

Demitri is a vampire and the head 
of the Maximoff household. A 
century ago, he lost the battle for 
control of Makai and was forced to 
escape into the human world. After 
regaining his strength, Demitri 
declared war on Makai. 



STORY 

The denizen of darkness (Darkstalker) Demilri Maximoff has been exiled from Makai and now rules over 
the human world. The story begins a century after Demitri robbed the human world of its sun. Haying built 
his strength during his time in the human world, Demitri declares war on Makai. Morrigan Aensland, the 
head of Makai's infamous Aensland household, takes a stand against Demitri's invasion. The immeasurable 
powers of darkness involved awaken Huitzil from his stasis, further intensifying the war between humans 
and monsters. As the world swirls into chaotic confusion, one man carrying the strengths of both humans 
and monsters rises to the challenge: Donovan Baine. 



I basically followed tbe original design. With regards 
to tbe visual balance, Demitri's hands are supposed 
to be too large for his head. A physical balance like 
this can sometimes lead to production issues, but we 
decided to prioritize the look of his standing pose. 
Now that digital tools are more common, I'd like it 
if we could eliminate the solid line along his hairline 
and use gradations instead. (Shuko Murase) 


DEMITRI’S BUTLER 



JON TALBAIN 




Jon is a werewolf martial artist who is still improving 
himself. Jon had been persecuted and chased by humans 
for most of his life, which led to a deep hatred for all 
humans. After seeing Felicia fight for the benefit of humans, 
however, Jon has slowly changed his perception. 




Large hands and a thick tail make for nightmares when it's time to add motion to the 
model. I was planning to deal with those details when it came time to draw the final set 
of art for the anime, but I don't even remember drawing those. (Shuko Murase) 
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Looking at him now, I probably should have put a little more 
weight on him... but from an art production point of view, the 
live concert scene was a total nightmare, so I'm quite content to 
leave things as they are. As for Le Malta, I have no idea what 
the deal was there. (Shuko Murase) 
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6UITAP SC-IPS 


LOCO PAPTOP 


PAPTOP 

DEATH HUPPICANE 


I knew it'd make it more difficult to add motions, but I 
decided to follow the style used in mooks, which involved 
emphasizing the massive nature of Victor's muscular 
body parts. I did have plans for how to deal with the 
motion aspect, but I ended up only being involved with 
the opening sequence. (Shuko Murase) 


LOPD PAPTOP'S COAT 


LE MALTA 


VICTOR VON GERDENHEIM 


Victor is a humanoid construct created by 
Professor von Gerdenheim. Victor started 
training for fights just to please the professor, 
but ended up being defeated by Pyron. 


LORD RAPTOR 


Lord Raptor is a punk rockef zombie who 
serves the lord of the underWorld. A few 
human Darkstalker hunters picked a fight 
with him during one of his live concerts, but 
Lord Raptor defeated them all. 
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MORRIGAN AENSLAND 


Morrigan is a succubus and the current head of the 
infamous Aensland household in Makai. She was 
born after Demitri was chased out of Makai, so 
she initially did not even know he existed. Bored of 
Makai's conservative residents, Morrigan couldn't 
deny a spark of interest in the openly aggressive 
Demitri. 


MORGAN'S SeeVANT 6 


MORGAN'S SePVANT A 


MORRIGAN S SERVANTS 


The art in episode 1 may 
be a bit different, as the 
artists were asked to work 
off of revised designs. 
With Morrigan, we were 
very careful to ensure that 
her hair didn't get too 
heavy. (Shuko Murase) 


DARKSTALKERS”: OFFICIAL COMPLETE WORKS 





' "p 





















































ANAKARIS 

Anakaris is the mummy form of a 
pharaoh from ancient Egypt. Upon 
awakening, Anakaris discovered 
that his beloved empire had 
disappeared into the folds of time. 
He stepped onto the battlefield 
in hopes of restoring 
his empire, but was 
defeated by Pyron. 


When we got around to the character sheet for Anakaris, we weren't even 
sure if he'd be making an appearance... so I don't really remember much 
about working on him. Sorry! (Shuko Murase) 


FELICIA (CAT FORM) 



Felicia is a cat woman who joined a human circus 
troupe and traveled the world under the alias "Lady 
Felicia". She fought valiantly to protect a town that had 
been good to the circus, but ended up being captured 
by an ignorant and intolerant group of humans. 




\ ANIMATION 
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BISHAMON 


I want to throw out a big thanks to the lead artist, because they 
took Bishamon off of my hands 100%. (Shuko Murase) 


Everyone pretty much assumed Sasquatch 
wouldn't make an appearance, but 
a lot of planning still went 
movement. (Shuko Murase) 


Sasquatch is a bigfoot who 
sensed an "evil presence" 
outside of his tribe's village. 
He engages Pyron in battle, 
but is defeated. 


Rikuo was once the king of a merman 
clan in the Amazon, but his entire clan 
was wiped out by the volcanic activity 
triggered by Pyron's actions. Rikuo 
challenges Pyron in order to avenge 
his clan, but is defeated. 


SASQUATCH 


I don't even remember 
this character being in it... 
(Shuko Murase) 


Bishamon is an old samurai spirit 
that was twisted by a cursed set 
of armor and a katana with a 
thirst for blood. Many people have 
approached Bishamon in hopes of 
purchasing the expensive-looking 
armor, but his response 
is always the same: 
death. Bishamon's curse 
is eventually lifted by 
Donovan. 












































CHARACTER DESIGNER 

Interview with Shuko Murase 

You took on the role of character designer for animes 
like "Street Fighter II: The Animated Movie" and "Night 
Warriors: Darkstalkers' Revenge". What did you find 
particularly difficult or especially easy about this role? 
MURASE: With regards to "SFH", I basically joined 
the project as a replacement for someone else. My 
first impression of the art style was that it had yet to 
achieve a sense of continuity. My job was to discuss 
the art with my predecessor and Capcom in order to 
apply the appropriate directional tweaks. In contrast, 
"Night Warriors" already had a well-defined style in 
place, which could be considered an extension of the 
"SFH" style, and that made it relatively easy for me to 
incorporate the style into our workflow. 

What would you consider to be a trait unique to 
Capcom characters? 

MURASE: I'd say the tendency for characters to have 
more volume at the ends of their limbs, like their hands 
and feet. This is a result of emphasizing the visual impact 
of the characters' silhouettes. These traits do mate it 
more difficult to animate the characters -- particularly 
for cinematics -- but like I said, it is something unique 
to Capcom so I feel it is important that we preserve 
that. Still, I do understand how much of a burden that 
places on the artists. I also have to respect the Capcom 
Design Studio's uncompromising stance regarding the 
skeletal and muscular structures of their characters. Kinu 
Nishimura's art in particular had a strong impact on me. 

What was your most memorable experience during 
your time with the "Night Warriors" project? 
MURASE: The absolute lack of time... I was basically 
squeezing that project in between other projects I was 


HEIGHT COMPARISON CHART 



DONOVAN' MEI-LIN6 HSieN-KO MOCPI6AN DEMITP1 


JON TAL8AIN 


working on at the same time, and I can't even remember 
how I managed that. My responsibilities led me to leave 
Tokyo before the project was even finished, and I know 
that caused a lot of hassle for everyone involved. I will 
say that I cherish all of the memories I have of working 
alongside the animator Yoshinori Kanada, may his soul 
rest in peace. Kanada agreed to assist us when the 
schedule of one of his projects was delayed giving him a 
brief opening. He matched the art style to the guidelines 
we provided, of course, but you could still tell that the 
quality of his work was without peer I got to work with 
him on another project after that and we even became 


close personal friends. He often told me that he greatly 
enjoyed working on the "Night Warriors" project. 

Please send a personal message to all of your fans, 
perhaps telling us what is coming up next far you. 
MURASE: I'm currently helping out with "Mobile 
Suit Gundam Unicorn", while also working on a sci- 
fi project slated to be completed late next year. It is a 
hardcore military action piece that I think will resonate 
with Capcom fans as well. I hope you'll check it out! 


HUITZIL 



Huitzil is an ancient robot programmed to come out of stasis 
whenever an incredible power threatens the world's balance, and 
find a way to destroy the threat. He was awakened by the wave 
of power unleashed by the clash between Demitri and Morrigan, 
but quickly detects the more dangerous presence that is Pyron. 

PYRON 


Pyron is an extraterrestrial lifeform with 
immeasurable powers. The Earth activity known as 
"fighting" piqued Pyron's interest to the point where 
he decided to eliminate the creatures involved in 
the most significant battles on the planet. In the end, 
Pyron grows tired of Earth and attempts to destroy it, 
but is stopped by Donovan. 


Due to production needs, I had to draw 
Pyron in several short spurts. I think I drew 
a few with special effects, but I don't really 
remember... (Shuko Murase) 
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DONOVAN BAINE 



Donovan is a monk with both 
Dorkstalker and human blood 
running through his veins. Hated by 
both races, Donovan led a solitary 
life that eventually drove him to 
seek a worthy place in which to die. 
During his search for eternal peace, 
Donovan met Anita, a little girl who 
gave him a purpose in this world. 


Donovan is one of the most difficult 
characters to draw. In his standing 
pose, the main focus is on his hips. 
With his facial structure and all, I 
feel like he is the least "anime-ish" 
character of this bunch. Along with 
little Anita, I drew Donovan many 
times. (Shuko Murase) 


SWORD ELEMENTAL (LIGHTNING, IFRIT) 


ANITA 


PISHT HAND 


PETPACTA8LE 

PLUS MIN 

FOP CHAPACTEP COMPAPISON, 
PEPEP TO IPPtT 


OISCHAPSES AN ELECTPI CAL BOLT 
WHEN HE TOUCHES HIS LEFT THUMB 
TO HIS LEFT TEMPLE CMI&HT NOT BE 
ABLE TO SEE IT IN EPISOOE 2. AS THE 
CAMEPA WILL BE ON THE PISHT Si PE) 

(FLAME) 


IPPIT DPAPT 


DOLL 


Anita is thought to have a mixed heritage just like Donovan. 
Once a very lonely child, Anita found herself drawn to 
Donovan ** with whom she shared an unfortunate set of 
circumstances -- and decided to travel with him. 
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HSIEN-KO 





Hsien-Ko is a female jiang shi. Two centuries ago, Hsien- 
Ko's mother used a transformation technique during a 
battle against a Darkstalker and was cursed to wander in 
the darkness for eternity. Hoping to rescue their mother, 
the woman's two daughters used the transformation 
technique together in order to defeat the darkness. 


MEI-LING 


Mei-Ling is Hsien-Ko's elder 
sister. Mei-Ling transformed 
herself into a holy tag and 
attached herself to Hsien-Ko's 
face in order to suppress some 
of her younger sister's powers. 






MEI-LINS 2 


16-YEAR-OLD HSIEN-KO AND MEI-LING 


This character was a total nightmare. 
If you think about it, the tag draped in 
front of her face has writing on it, and 
♦hat text has been there since the days 
when we ortists were still working 
with analog tools. (Shuko Murase) 


MEI-LIN6 *4 

senerally 

HER FACIAL 
EXPRESSIONS 

should ee 

THIS SOFT. 


H6P 8PAIDS AP6 TWISTED INTO 
SUNS, WHICH APE COV6P6D HSIEN-KO 
with a Piece op cloth. y eAQS OLD 


MEI-LINS 
16 YEARS OLD 
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OTHER DARKS I ALKERS " \ MATERIALS 



TATSUYA YOSHIKAWA SKETCHES 

This section contains some of Tatsuya Yoshikawa's ^ 

sketches, including the rough drafts for the 
exclusive art found in this book! 


IT'S HAPDEP TO DISCEPN H6P 
EMOTIONS WHEN HEP EVEBPOWS 
APE HIDDEN, SIVINS HEP A MOPE 
SEPIOUS VIBE. 


EYEBPOWS APE HIDDEN 
BEHIND HEP BANGS. 

I DON'T HATE IT. 


1 drew quite a few Morrigans, 
and 1 hope many more versions 
of her will pop up in the future. 

The colored portrait in the middle 




row on the right still looks quite 
cute. (Tatsuya Yoshikawa) 
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STORY/CONCEPT 

Haruo Murata 


PROFILE | Haruo Murata 

Capcom Osaka Development Studio. After joining Capcom in 
1990, Murata became the planner for various projects centered 
mostly around the arcade fighting game genre. He also helped 
construct the worlds for popular series like "Street Fighter" and 
"Darkstalkers". Murata is often credited as "Mucchi". 


“Darkstalkers” earned acclaim not only as an excellent fighting game, but also for its rich story, complex world, and interesting characters. Haruo Murata 
basically created the entire “Darkstalkers” world with his own two hands, and we got the opportunity to sit down with him to discuss the entire process. 


THE SUBTLE DETAILS THAT MADE 
“DARKSTALKERS” A UNIQUE FIGHTING GAME 

PLEASE TELL US A BIT ABOUT THE VARIOUS PROJECTS YOU'VE 
WORKED ON OVER THE YEARS. 

MURATA: Well, I joined Capcom in 1990 and the first project I worked on was 
"Super Street Fighter II". That was followed by "Super Street Fighter II Turbo" and 
"Street Fighter Alpha". I also worked on "Capcom vs. SNK" and "Cyberbots", 
among others, though most of the games I worked on were arcade fighting games. 
As far as duties are concerned, I usually did the planning, the on-screen icons, 
anything in text, the Ul (*1) design, and figured out how the characters fit into the 
world. 

HOW DID YOU GET INTO WORKING ON SETTING UP THE GAME 
WORLD? 

MURATA: At first, each designer was assigned a character or characters for which 
they would create a personality and story. The background designs were also left up to 
each designer's discretion. I was the first person tasked with actually bringing all of these 
separately designed elements together to see how they fit in the big picture. 

SO YOUR JOB WAS TO UNIFY THE VARIOUS CHARACTERS, 
BACKGROUNDS, AND ROLES INTO A BALANCED FRAMEWORK FOR 
THE GAME? 

MURATA: Basically, yes. I think that shift may have had something to do with 
the fact that we were coming out with more and more series projects. With the 
"Street Fighter" series, we had made it to the "Dash" and "Turbo" games using the 
old methods. Once we realized we wouldn't be able to go on like that forever, I 
was tasked with balancing the "Street Fighter" games, and that's how I got started 
handling those duties. I wasn't actually part of the "Darkstalkers" project at first, 
but joined later at the request of Funamizu (*2). By the time I joined the team, they 
already had the game's system pretty much finished. 

WHAT WAS ONE OF THE FIRST THINGS YOU DID AFTER JOINING THE 
"DARKSTALKERS" TEAM? 

MURATA: It was still relatively early in the history of fighting games, and most of the 
games that had been released to that point relied on stereotypes for character concepts 
like "female warrior = haughty", and the character visuals had minimal variations. No 
one ever really grew curious about the characters beyond what they saw on the screen. 
So one of the first things I did was start adding individuality, memorable traits, and 
more unique concepts to the characters that were being cranked out by the designers. 

THE DEMON WORLD IS SO RICH WITH DETAILS, FROM THE VARIOUS 
DENIZENS LIKE THE NOBLES TO BROADER CONCEPTS LIKE THE 
STRUGGLE FOR POWER AND CONTROL WHAT INSPIRED THESE IDEAS? 
MURATA: To be honest, we hadn't really delved very deep into the Demon World 
at first. We were basically just running off of the "wouldn't it be cool if a vampire 


fought a werewolf" idea. "Street Fighter II" had fighters from all over the world, 
and we basically just replaced those human fighters with monster archetypes for 
"Darkstalkers". There really wasn't anything worth calling a story at first. It was 
actually our overseas staff who started pointing out things like, "How about using this 
name? It sounds like it could belong to nobility," and "What if these characters had 
this kind of relationship with each other?" These little ideas were like seeds that later 
blossomed into new concepts for the Demon World. Some of the character names 
were also influenced by ideas sent to us from our North American counterparts. 

WHAT ABOUT THE RELATIONSHIP BETWEEN DEMITRI AND 
MORRIGAN? WAS THAT IN PLACE FROM THE VERY START? 

MURATA: We were asked to provide some information for a promotional article 
in Gamest (*3) magazine, and it was decided that we would write up a short side 
story. That's when we came up with the idea for the rivalry between the Maximoff 
and Aensland houses, which wasn't really explored in the actual game itself. The 
article also allowed us to expand on the general concept of the Demon World. Jedah 
from "Darkstalkers 3" was also mentioned in the article, though his design was very 
different back then. The leader of the Dohma house was shown alongside Garunan 
and Belial. At the time, I wouldn't have guessed that this Jedah character would 
actually make it into the series with "Darkstalkers 3". (laughs) 

WHAT ABOUT ALL OF THE MORE DETAILED CONCEPTS THAT WEREN'T 
ACTUALLY PART OF THE GAME? 

MURATA: We had to write a backstory for the Gamest mook, and that's when the 
concept for the seven great houses came about. We also explored each individual 
character on a deeper level, crafting things like the timeline for the history of 
Anakaris's kingdom, the albums Lord Raptor had released, and Felicia's friends. 

WHAT DID YOU THINK THE FIRST TIME YOU SAW "DARKSTALKERS" 
AS A COMPLETED GAME? 

MURATA: The first gameplay I saw was of Anakaris, and to be totally honest, I did 
wonder if we didn't need to make some serious tweaks to make it work as a game, 
(laughs) The movements were comical and therefore fun to watch. By contrast, the 
background and story were of a darker flavor and had more of an American comic 
style to them, which made the game that much more memorable. I also thought 
we made the right choice with regards to the endings. Since we were dealing with 
uniquely scary and mostly serious demon characters, we didn't restrict ourselves to 
happy endings. Some of the story endings are quite dark or depressing, where you 
are made to feel like the character simply cannot escape their tragic fate, and I feel 
that made the game more interesting when compared to the other games available 
at the time. 

HOW DID THE "NIGHT WARRIORS: DARKSTALKERS' REVENGE" 
PROJECT GET STARTED? 

MURATA: It started off as an idea to create a new version of "Darkstalkers" where 
we would add more characters. I was fortunate enough to get in on that project 


EXCLUSIVE ILLUSTRATIONS DRAWN FOR "GAMEST" 



These are the "Gamest" illustrations mentioned in the interview. The in-depth world 
and character concepts for "Darkstalkers" began right here. Lord Belial is the figure in 
the background of both illustrations, with Garunan on the left and Jedah on the right, 
as they appeared at this point in development. Garunan has been the leader of the 
Bosital family for over 20,000 years. 


DARKSTALKERS" 1 : OFFICIAL COMPLETE WORKS 











B. B. HOOD 
CONCEPT ART 


HAS A SPECIAL 
MOVE CALLED 
'THE 7 HUNTEPS" 



EVEP ON THE TPAIL 
OP THE FAMOUS 
MONSTEP APCHETYPE, 
THE WEPEWOLp THIS 
"LITTLE PE0 PIDINS 
HOOD" USES MODEPN 
WEAPONS LIKE THE 
MACHINE SUN. 


Even among the "Darkstalkers" series' many 
strange and memorable designs, B. B. Hood is in 
a league of her own. The concept for her design 
came together by giving form to Akiman's rather 
specific ideas. 


Q-BEE 
CONCEPT ART 




from tbe starting line. For the first game, my main duties involved the game's text 
content, like the victory quotes and storyline. With "Darkstalkers' Revenge", I also got 
involved with stuff like the Ul design, screen layout, coming up with new moves, and 
character concepts. I also had a hand in the endings for the new characters. 

HOW DID YOU GUYS COME UP WITH THE NEW CHARACTERS? 
MURATA: The game's Japanese title is "Vampire Hunter", and as such, we 
wanted to introduce characters that were like counterpoints to the monsters of the 
first game. We brought in the Chinese ghost Hsien-Ko and the magical sword- 
wielding Donovan. Donovan was designed to be a serious fellow, and his story 
was shaped around the notion I mentioned earlier about how it should be okay to 
create a character story that does not have a traditionally happy ending. Anita was 
a character that came from a specific concept. The designer had this whole image 
of Donovan in his mind where a magic sword-wielding Darkstalker hunter would be 
accompanied by a silent little girl carrying a headless doll. We built the character 
to fit this idea, and gradually fleshed her out by considering things like what would 
happen to her over the course of their story and what kind of "conversations" 
Donovan might have with her. We decided to balance out the structure of their story 
by offering the little girl salvation while Donovan faced a less forgiving fate. 

FOR A CHARACTER THAT WAS ADDED AS A SORT OF SIDE CONCEPT, 
ANITA TURNED OUT TO PLAY A FAIRLY KEY ROLE. 

MURATA: I can't disagree. She turned out to be a very useful character, (laughs) 

"DARKSTALKERS 3" EVEN HAS AN INTERESTING LINE SPOKEN BY 
JEDAH REGARDING ANITA AND HER POTENTIAL ROLE IN UNIFYING 
THE HUMAN WORLD. 

MURATA: There has never been any defining or official word about Anita and 
how she might affect the world around her. We certainly threw in a few vague 
hints about what might be possible, but we like to present it in a way that basically 
leaves the future open to interpretation and with endless potential. It is our opinion 
that the players will enjoy the series more if we leave room for their imaginations 
to fill in the rest. Of course, leaving things open makes it easier for us to "reveal the 
truth" at a later time, though we did have some issues with continuity when we were 
unexpectedly faced with the task of creating a sequel. 

I SEE. (LAUGHS) 

MURATA: Anita actually almost became a playable character for "Darkstalkers 3". 
We even got as far as creating standing poses and motions for her. In "Darkstalkers 
Chronicle: The Chaos Tower", Anita has a small part in Dee's ending, and the Anita sprite 
you see there was from the unfinished work we had done toward making her a playable 
character. I was hit by some serious nostalgia when I saw her in that ending, (laughs) 

CAN YOU TELL US WHY DONOVAN WAS EXCLUDED FROM 
"DARKSTALKERS 3"? 

MURATA: This probably isn't the answer you're looking for, but the simple truth 
is hardware restrictions, (laughs) I was surprised too when I found out, but I was 
told it just wasn't possible to include him. Believe me when I say that no one on 
the development team wanted to get rid of him. We tweaked the story as much as 
possible to try and steer players away from dwelling on Donovan's absence. 

“DARKSTALKERS 3” LED THE WAY FOR NEW 
WORLD AND CHARACTER CONCEPTS 


and so forth. "Darkstalkers 3" was unique in that we made character selections and 
designed sequences based entirely on this new concept. We also felt like we had 
already represented most of the well-known monster archetypes, so instead of forcing 
ourselves into picking an esoteric monster to add, we decided to create a character 
that meshed well with the established "Darkstalkers" flavor. 

UUTH, WHO WAS BASED OFF OF MORRIGAN, TURNED OUT TO BE ONE 
OF THE MORE POPULAR CHARACTERS FROM "DARKSTALKERS 3". 
MURATA: The 'face swap" (*4) is a common idea that comes easily to game 
designers, (laughs) We even considered making her an angel instead of a succubus 
in order to make her more distinct from Morrigan. 

SOME OF THE CONCEPT ART SHOWS LILITH WITH WHAT COULD BE 
INTERPRETED AS A MALE SKELETAL STRUCTURE, AND THERE'S EVEN 
A SMALL NOTE THAT SAYS LILITH IS ACTUALLY A MALE. 

MURATA: Yeah, that was us exploring the concept of an "otokonoko" (*5) 
character bock in 1997, so I guess you could say we were ahead of the times, 
(loughs) In the end, we took a somewhat vague approach where Lilith is physically 
female oecause she is a 'copy' of Morrigan, but her general appearance does not 
emphasize one gender over the other. 

"DARKSTALKERS 3" ALSO INTRODUCED THE UNEXPECTED 
CHARACTER B. B. HOOD, WHO IS 100% HUMAN. 

MURATA: Since Donovan is only half-human, it's true that B. B. Hood is the first 
purely human character to join the series. The root idea for her design came from 
Akiman, and she turned out to Oe an interesting character in more ways than one. 
The fact that she is human was something Akiman had laid out in his original concept. 
Opinions were pretty evenly split about B. B. Hood early on, but the passion poured 
into her character by the pixel artist and designer really brought her to life. We 
discovered that a character can really shine if she does outrageous things out of a 
genuine kind of seriousness. In this way. B. B. Hood shares commonalities with Sakura 
from "Street Fighter Alpha 2", who was also fairly unpopular during development. 
Once everyone saw Sakura in action, however, I think they understood. 

SO IT WASN'T CONSIDERED "TABOO" TO INTRODUCE A PURELY 
HUMAN CHARACTER INTO A SERIES THAT WAS DOMINATED BY 
MONSTER CHARACTERS? 

MURATA: It's true that the "Darkstalkers" series had established itself as a series 
where monsters fight each other, but technically, we hadn't officially excluded humans 
in any way. Having said that, we certainly did feel the pressure of knowing that if 
we wanted to bring in a human character, we'd have to make sure we did it right. 
We felt a straight-up martial artist character wouldn't do. With B. B. Hood being 
such an outrageous character, we felt we could safely add "just human" as one of 
her character traits without running the risk of her fading into the background when 
standing among the series' otherworldly characters. The concept of an S-Class 
demon hunter also helped make B. B. Hood's debut a smooth one, as it "made sense" 
for her to join this strange cast. Out of all the top-ranking hunters in the human world, 
B. B. Hood's evil nature is what got her caught up in Jedah's web. Even now, I fully 
believe B. B. Hood is a brilliant character. Her visuals are so amazing that you can 
grab a still shot of her at any point and it is literally art. Characters like B. B. Hood 
teach us to go big or go home, (laughs) 

THANK YOU VERY MUCH FOR YOUR TIME. 


PLEASE TELL US HOW THE "DARKSTALKERS 3" PROJECT GOT 
STARTED. 

MURATA: "Darkstalkers' Revenge" introduced hunters that hunted the characters 
from the original "Darkstalkers", so we thought that a fresh avenue we could 
explore with "Darkstalkers 3" was an entirely new enemy that would overshadow 
all of the other conflicts within the "Darkstalkers" world. We wanted to shift the 
player's perception completely by inserting Jedah as a character that could "save" 
the Demon World. At the time, creating a game straight from a concept was rarely 
done. Games are usually built from the foundation of the system, then characters, 


KEYWORDS 

*1: Ul - Abbreviation for "user interface". The Ul allows for the transfer of information between the game 
and the player. Elements like the gauges and icons displayed on the screen are all part of the Ul. 

*2: Funamizu - Noritoka Funamizu is a former member of the Capcom team and has worked on various 
series, including "Street Fighter" and "Darkstalkers". 

*3: Gamest - A magazine by Shinseisha that focused on arcode games. Discontinued in 1999. 

*4: Face swap - A method in which a new character is created by reusing the graphics of another 
charocter, with changes to details like the face and other physical features. 

*5: Otokonoko - A term that refers to a male who looks like a female. It is sometimes pronounced as 
"otokonomusume" to differentiate it from the common Japanese word "otokonoko", which simply means 
"boy". 


We discovered that a character can really shine if she 
does outrageous things out of a genuine kind of seriousness. 
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Interview with Successive Planners 


'Hie “Darkstalkers” series was a highly popular contender in the big fighting game boom that swept the gaming world in the ‘90s. In this interview, we speak 
with some of the team members who helped give form to the “Darkstalkers” games, and who will continue their efforts to offer this special brand of fun to 
future generations of gamers. 


AS A PLAYER, AS A DEVELOPER - 
FIRST ENCOUNTERS WITH THE 
“DARKSTALKERS” SERIES 

PLEASE GIVE US AN IDEA OF YOUR INVOLVEMENT WITH THE 
"DARKSTALKERS" SERIES. 

ISHIZAWA: I first joined in as a general helper with "Darkstalkers 3". I was basically 
dragged into it by Funamizu while I was working on the "Street Fighter III" project, 
and I ended up multi-tasking between a few different projects. My job was to fill in 
any voids left by the system changes that were put into effect. I came in at the stage 
where the characters were close to being finalized. I did what I could to assist the main 
planner and director, which included tasks like coming up with new moves for Jedah. 
(laughs) There was a software guy on the team who had lots of skill and experience 
when it came to balancing games, so I worked closely with him to smooth out the kinks. 
SUZUKI: I wasn't even working for Capcom yet when "Darkstalkers" and 
"Night Warriors: Darkstalkers' Revenge" came out, so my first "Darkstalkers" 
experience was as a player. My first taste of "Darkstalkers" as a developer was with 
"Darkstalkers Chronicle: The Chaos Tower". The schedule was insanely tight, (laughs) 
Later, I made my debut as a director with "Vampire: Darkstalkers Collection". 

BACK WHEN YOU WERE A PLAYER AND NOT A DEVELOPER, WHAT 
WAS YOUR OPINION REGARDING THE "DARKSTALKERS" GAMES? 
SUZUKI: I recall it feeling very visually powerful. From the anime flavor in the 
graphics to the fact that the characters weren't even human, many of the visual 
aspects of the game made it quite memorable for me. As far as the gameplay was 
concerned, I found it to be a fairly challenging game. The first "Darkstalkers" game 
used the same base system as "Street Fighter II", so there was some familiarity with 
the way the gameplay felt. Despite this, the "Darkstalkers" system was such that 
you couldn't really use your "Street Fighter II" experience in any practical way. For 
this reason, I had a hard time taking an immediate liking to it. Starting with "Night 
Warriors: Darkstalkers' Revenge", they made the Chain Combo feature an official 
part of the game mechanics, whereas it had been a little-known secret in the previous 
game. The Chain Combo feature thus became much more accessible, and they 
also eased up on the strictness of command input timing, both of which made the 
gameplay more enjoyable. Even battles against the CPU were crazy hard in the first 
"Darkstalkers" game, (laughs) While working on "Vampire: Darkstalkers Collection", 
I had a lot of team members checking in with me to confirm that the game actually 
was on the normal difficulty setting, (laughs) 

IT SEEMED TO ME LIKE "NIGHT WARRIORS: DARKSTALKERS' REVENGE" 
BROUGHT A WHOLE NEW WAVE OF PLAYERS TO THE SERIES. 

SUZUKI: I agree. After "Super Street Fighter II Turbo" came out and "Darkstalkers" 
was released, the secret code to access Akuma in "Super Street Fighter II Turbo" was 
announced, which is probably around the time we saw this influx of new players. 

IF I RECALL CORRECTLY, "NIGHT WARRIORS: DARKSTALKERS' 
REVENGE" WAS RELEASED IN-BETWEEN "CYBERBOTS: FULLMETAL 
MADNESS" AND "X-MEN: CHILDREN OF THE ATOM", BOTH OF 
WHICH WERE ALSO RELEASED IN MARCH 1995. 

ISHIZAWA: I would say it was the "Street Fighter II" fans gaining an interest in 
fighting games with non-human characters that really made the difference. "Night 
Warriors: Darkstalkers' Revenge" was so much more user-friendly than the first game 
that people were willing to give it a try even if they hadn't played "Darkstalkers" 
before. It seemed like players were growing increasingly open to the idea of unusual 
characters, and I recall Murata got super busy with his concept artwork soon after 
that, (laughs) From what I understand, most players were intrigued enough to play as 
every "Night Warriors: Darkstalkers' Revenge" character at least once. 

"NIGHT WARRIORS: DARKSTALKERS' REVENGE" WAS RELEASED IN 
MARCH, "STREET FIGHTER ALPHA" WAS RELEASED IN JUNE, AND 
"MARVEL SUPER HEROES" WAS RELEASED IN NOVEMBER OF THAT YEAR. 
ISHIZAWA: This sort of relates to the comment Suzuki made earlier about the Chain 
Combo feature, but all of this was happening at around the time when Capcom really 


started paying attention to player trends. I was basically glued to Funamizu's back at 
the time, watching him work and learning what I could. I can't even begin to describe 
just how much I learned from him. I guess you could say I was like an apprentice. I 
would observe and try to figure out what Funamizu and the others were doing before 
asking questions to get more detailed information. I think all of us new guys were lucky 
to get in there when we did, because it was a good time for learning. If I had jumped in 
right from the beginning of the first "Darkstalkers" game, I would have been stumbling 
around in the dark along with everyone else. I joined at a time when my seniors had a 
good amount of experience with the series and already knew what they were doing. 

THE OPPORTUNITY TO WATCH PEOPLE WORKING ON A PROJECT 
FROM VARIOUS ANGLES CERTAINLY WOULD BE A VALUABLE 
LEARNING TOOL FOR NEWER TEAM MEMBERS. MURATA, SUZUKI, 
WERE YOUR EXPERIENCES ANY DIFFERENT? 

MURATA: I didn't really get into the adjusting of numbers or balancing the game. 
Instead, I was usually tasked with the more visual aspects of the game, like designing 
the Ul. I often had to work on multiple projects at once. At the time, we started to 
realize that fighting games were becoming more and more challenging. So we asked 
ourselves how we could make our game enjoyable for inexperienced players, even if 
it was clear that they could not win. It was also important to make a game that players 
would want to play again and again once they "completed" the game. If we could 
get the players to like the characters enough that it didn't matter whether they won 
or lost, or if we could make a character intriguing enough that the players would be 
interested in seeing the character's story ending, we'd know we were heading in the 
right direction. 

SUZUKI: "Night Warriors: Darkstalkers' Revenge" was released when I was in 
my third year of middle school, and I have to admit I got addicted to that game. I'm 
originally from Saitama, but I was such a hardcore player that I would spend my 
weekends traveling to big cities in search of tough opponents just so I could feel like 
I was number one. (laughs) Interestingly enough, Umehara (*1), who is currently a 
pro gamer, was one of my gaming buddies back then and we often made trips out to 
various regions in search of tougher opponents. 

DID YOU KNOW THEM BACK THEN, ISHIZAWA? 

ISHIZAWA: No, the first time I made the journey out to Tokyo was for the "Super 
Street Fighter II Turbo" tournament, so I didn't meet them through "Night Warriors: 
Darkstalkers' Revenge". 

SUZUKI: I'm pretty sure Umehara was playing "Super Street Fighter II Turbo" as 
well as "Night Warriors: Darkstalkers' Revenge", so maybe that's how you met. For 
me, Ishizawa was "that developer guy who always makes it to the higher ranks of 
the Gamest Cup", while Murata was "that guy who is always getting interviewed for 
game guide mooks". 

MURATA: I do recall making the official announcement for "Street Fighter Alpha" at 
some kind of "Darkstalkers" event. There were a lot of official tournaments being held 
at around that time. 

SUZUKI: It's kinda crazy how quickly they would go from announcing a game to 
announcing its official national tournament. With the first "Darkstalkers" game, the 
tournament was announced only two or three months after its release. You could basically 
tell who was going to win the tournament just by watching the first round of fights, (laughs) 

I SUPPOSE PLAYERS DIDN'T HAVE ENOUGH TIME TO DEVELOP THEIR 
OWN UNIQUE TACTICS BEFORE THE TOURNAMENT. 

ISHIZAWA: Tbe "Crab Punch" (*2) was outrageously overpowered, (laughs) I like 
to blame that on the software guy. 

SUZUKI: He was on the right track as far as examining each move in order to 
clarify their purpose and implications as far as the gameplay was concerned, but I 
guess he just took the tweaking a little too far. (laughs) One thing we noticed when 
working on "Vampire: Darkstalkers Collection" was that the CP system boards (*3) 
that were being mass-produced at the time did in fact have minor effects on the 
actual gameplay. An example would be the final ROM for "Darkstalkers: The Night 
Warriors", where the "Crab Punch" could be blocked by a crouching guard, (laughs) 
ISHIZAWA: Back then, home consoles didn't even enter our minds. When we 
created games, it was for the arcade centers and they were our final destination or 


We asked ourselves how we could make our game enjoyable for inexperienced 
players, even if it was clear that they could not win. (Murata) 


DARKSTALKERS ": OFFICIAL COMPLETE WORKS 










PROFILE | Haruo Murata 

Murata joins us again following the previous interview. His 
main roles involved the world and character concepts for 
the series. Murata was also responsible for the Ul designs, 
and was the planner for the "Capcom vs. SNK" series. As 
for console games, Murata has had a hand in titles like 
"Resident Evil Outbreak" and "Dragon's Dogma". 


PROFILE | lliilt-toshi Mii/.aw.i 

Ishizawa was the planner for "Street Fighter Alpha 2" and 
"Darkstalkers 3", and the director for "Street Fighter III: 
3rd Strike". He was the battle director for the more recent 
"VS." series games, and has also worked on titles other 
than fighting games, including the "Devil May Cry" series. 
Ishizawa's nickname is Neo_G. 


PROFILE | Ryota Suzuki 

This hardcore "Darkstalkers" player was once known as 
ONI-SUZUKI. Suzuki was the planner for a number of 
games, including "Marvel vs. Capcom 2" and "Capcom 
vs. SNK 2: Mark of the Millennium 2001". Outside of the 
fighting game genre, Suzuki has worked on series like 
"Devil May Cry" and "Dragon's Dogma". 


goal. We made so many different versions of the same title because of that. 

"VAMPIRE: DARKSTALKERS COLLECTION" ALLOWED YOU TO 
EXPERIENCE AND DIRECTLY COMPARE THE VARIOUS SYSTEMS USED 
IN THE SERIES. WAS THERE ANYTHING IN PARTICULAR THAT YOU 
NOTICED? 

SUZUKI: "Darkstalkers: The Night Warriors" and "Night Warriors: Darkstalkers' 
Revenge" were both based on the same system (game engine), which happened to 
be the engine used for "Street Fighter II". Starting with "Darkstalkers 3", we switched 
to an engine closer to what was used for "Street Fighter Alpha". The feel of the 
controls for "Darkstalkers 3" and the other games that came after it was noticeably 
different. When we started working on "Darkstalkers Chronicle: The Chaos Tower", 
we used the same engine as "Darkstalkers 3", and that made it difficult to merge the 
characters from the first two games. 

THE AMBITIOUS PROJECT - A NEW SYSTEM 
AND STORYLINE FOR “DARKSTALKERS 3” 

ISHIZAWA: I joined the development team for "Darkstalkers 3" when it was 
already in full swing. The system had already been changed two or three times. 
When I first joined the team, the director was in the middle of a really weird 
experiment... Despite the fact that the title was a 2D fighting game, he was 
experimenting with putting a platform in a stage by adding two logs with which 
characters could interact, and he also tried adding holes in the ground. He was 
pretty out of control, (laughs) But I will say that I think he was on the right track. 
"Darkstalkers" had already established itself as an "anything goes" series, and it 
was the perfect setting for seeing if we could incorporate a new gimmick that wasn't 
commonly expected from a fighting game. Unfortunately, none of the director's 
innovative ideas worked out and we were left wondering what we were going to do. 
That's when we made some of the more drastic decisions, such as doing without Anita 
and Donovan, introducing Jedah with a new storyline, and having Akiman create B. 
B. Hood. It was only then that we could really start working on the core of the game, 
so it all came together in a very short time after I joined the team. Even on the system 
side of things, we made big changes, starting with the health gauge. 

PLEASE TELL US ABOUT THE "IMPACT DAMAGE SYSTEM". 

ISHIZAWA: That was just a random name I tacked onto it. (laughs) That whole idea 
stemmed from Funamizu saying he wanted to revamp the system. Funamizu mentioned 
that 'Tech Romancer" had a very interesting system, and that we should look to it for 
some ideas. On top of that, we were asked to reduce the number of gauges to one. 
Unfortunately, having only one gauge makes it difficult for the losing player to make a 
comeback. Our solution to that was the "Scaling System", which is another name I just 
randomly came up with. This system would take the number of bat marks the character 
has, combine it with the character's remaining health, and produce a value by which the 
character's offensive and defensive strengths would be altered. The "Scaling System" is 
basically a more complex version of the "Guts" system that "Street Fighter II" offered. 
Funamizu asked me to balance out the "Scaling System" so that it wasn't an overkill 
effect where the character who is near death could make a dramatic comeback by 
defeating their opponent with a single hit. Instead, he wanted the adjustment to feel 
natural and mostly unnoticeable. My response was simply, "Seriously?" (laughs) At the 
time, I had a lot of other tasks on my plate, including the tweaking of characters like 
Victor. I had to excuse myself from those responsibilities for a time so that I could focus 
all of my efforts on hammering out the details of the "Scaling System". So my strongest 
memories regarding "Darkstalkers 3" revolve around adjusting the "Scaling System" 
and creating Victor's new throw move out of pre-existing motions. My memories are all 
rooted in suffering, (laughs) We couldn't get around to balancing the rest of the game 
until I was done with the "Scaling System", so the game was pretty rough around the 
edges right up until the first hands-on demo. 

SUZUKI: It's true. I went to the hands-on demos and I noticed some pretty big changes 
between the first one and the second one. For example, Jon Talbain went from a charge 
character to a command character, while Rikuo switched to a charge character. 
ISHIZAWA: The director and main planner both wanted to shake things up after 
"Night Warriors: Darkstalkers' Revenge", so they totally revamped the system and 
the concept. The first hands-on demo was more like an experiment, so I would like 
to apologize to the fans for that, (laughs) As it goes with most video games, we had 
some intense work waiting for us after the first hands-on demo. Murata and tbe others 
finished tbe new sequences, which we then pushed onto the already-busy software 
guys, and we all started to wonder if the game would come together in time, (laughs) 
MURATA: Our colleagues from the other departments often poked fun at us, saying, 
"Three months is enough time to make a game, right?" Considering the fact that 
we normally take about a year just trying to shape our ideas into a comprehensive 



Refining the controls made "Night Warriors: Darkstalkers' Revenge" more accessible 
to casual players. With added depth to the world and an increasingly popular cast 
of characters, the game earned support from a wide range of players. 

concept, three months is never enough. 

YOU MENTIONED IMPLEMENTING FEATURES THAT WOULD HELP 
NEW PLAYERS ENJOY THE GAME REGARDLESS OF SKILL LEVEL. 
I'M GUESSING THE ADJUSTMENT OF THE CHAIN COMBO INPUT 
COMMAND TIMING, THE "WHITE" DAMAGE FROM THE IMPACT 
DAMAGE SYSTEM, AND THE AUTO-GUARD FEATURE WERE ALL 
RESULTS OF YOUR EFFORTS TO MAKE THE GAME NEWBIE-FRIENDLY. 
ISHIZAWA: Yes, I do recall getting specific instructions to that effect. "Night 
Warriors: Darkstalkers Revenge" was so popular that we felt a lot of pressure to 
get things right. Making a game feel accessible to new players is something that 
developers worry about with any project. Switching to the new game engine allowed 
us to more easily tweak things like the Chain Combo timing and the ease of executing 
special moves, so we wanted to make sure the game felt comfortable in the players' 
hands. That being said, the "white" damage you mentioned wasn't specifically 
designed for new players, but was simply an idea we wanted to introduce into the 
series. The director was constantly throwing tougher and tougher demands at us 
throughout the process, so we were perpetually at our wits' end. We tested out our 
new ideas by getting women from other departments, who had little to no fighting 
game experience, to play the game and provide feedback. 

BASED ON MY PERSONAL EXPERIENCE, IT FELT AS IF THE COMMAND 
INPUTS GREW INCREASINGLY FORGIVING WITH EVERY GAME. 
ISHIZAWA: I think the biggest change was with "Night Warriors: Darkstalkers' 
Revenge", where we looked at the possibility of allowing input commands during the 
short pause after an attack. 

SUZUKI: Instead of having a straight timer that limited the amount of time you had 
to get the Chain Combo command in, the system merely waited for input after an 
attack. If you used an attack that had a shorter recovery time, you would have less 
time to get your combo off. 

ISHIZAWA: So according to this set of rules, when you compare the "light", 
"medium", and "heavy" variations of attacks, Chain Combos are harder to execute 
off of "light" attacks. I might get in trouble for saying so, but it was kind of an 
intended trap. When we adjusted the system for "Night Warriors: Darkstalkers' 
Revenge", we wanted to keep the Chain Combo timer while also enabling the hit-stop 
command input window. 

SUZUKI: Implementing the hit-stop window meant we had to set the Chain Combo 
timer on a separate set of restrictions. 

THE TIMING FOR EXECUTING A GUARD CANCEL WAS ALSO MORE 
FORGIVING. 

SUZUKI: We did tweak it considerably for "Darkstalkers 3". I think it was still pretty 
tough in "Night Warriors: Darkstalkers' Revenge". 

ISHIZAWA: Same goes for the Reversals. We definitely loosened up the 
requirements for those. 

MURATA: The notion of Chain Combos became mainstream later on, but we will 
always remember the Chain Combo masters who existed even before the notion of 
Chain Combos. I'm talking about the hardcore "Street Fighter II", "Street Fighter II’: 
Champion Edition", and "Darkstalkers: The Night Warriors" players. These people 
were able to time their combos to get off over 20 hits at once, much to the delight of 
us developers. 

ISHIZAWA: Being able to pull off a particularly difficult combo is a matter of 


I would certainly love to get the opportunity to breathe 
new life into these fading flames. (Suzuki) 
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Being able to pull off a particularly difficult combo is a matter of prestige among 
serious players, but I sometimes wonder if such combos should be allowed the 
overwhelming tactical power that they currently have. (Ishizawa) 



"Darkstalkers 3" hit the market with a revamped story and system. The game's 
intense speed led to some doubts and concerns among the development team, but 
acted as a catalyst for a whole new breed of passionate fans. 


prestige among serious players, but I sometimes wonder if such combos should be 
allowed the overwhelming tactical power that they currently have. 

YOU'RE CONCERNED THAT SIMPLE AND BRUTAL TACTICS MAY BE 
WINNING OUT OVER ACTUAL SKILL AND TECHNIQUE? 

ISHIZAWA: If you take "Darkstalkers 3" as an example, B. B. Hood's light punch 
combo (*4) can absolutely be considered a legitimate technique, but that's not the 
way we view things when we're building a game. It's not about tactical strength 
but rather expressing the character's personality through their moves. Balancing the 
expression of a character's personality and their practical usefulness in a fighting 
game is always a tricky hurdle, but I think we did a good job of it with "Darkstalkers 
3". 

SUZUKI: Something that is fairly obvious within the "Darkstalkers" series, 
particularly with "Night Warriors: Darkstalkers' Revenge" and "Darkstalkers 3", is 
the emphasis that we put on speed. I recall one conversation with a software guy 
who explained to me that the "Street Fighter" series has a whole visual sequence for 
Super Combos where the screen darkens and all kinds of cool things happen. He 
went on to point out that we weren't adding anything like that to the "Darkstalkers 
series, nor would we add anything else that would slow the tempo of the fight. The 
very design of the "Darkstalkers" games puts the focus on offense, as demonstrated 
by the Impact Damage System. When your opponent has a lot of white in their 
health bar, you keep attacking to reduce the amount that they can regenerate. Quite 
literally, the player whose hands keep moving has a better chance of winning. "Street 
Fighter II" players felt more comfortable experimenting and fighting off of intuition 
with "Night Warriors: Darkstalkers' Revenge" and "Darkstalkers 3" because every 
move and every choice didn't feel like such a big risk. In "Street Fighter II", something 
as simple as jumping can be a complex and involved thought process for advanced 
players. They need to assess the situation and calculate the potential outcomes of 
jumping at that precise moment, as making one wrong move in "Street Fighter II can 
have devastating consequences. With the "Darkstalkers games, the players thought 
process was something closer to, "I'll just jump and take it from there or "I'm going 
to jump now for no other reason than because I want to." The fad that these kinds of 
approaches could still win you the fight made the "Darkstalkers games seem more 
approachable to new players. Although I will mention that I was recently sorting 
through some of our old development materials and I came across a notebook full 
of notes taken during our in-house playtests. The reviews were less than kind and 
one even said, "The game speed is so quick, it's unplayable." (laughs) I'm sure you 
noticed that the game speed dropped considerably with "Super Street Fighter II" 
when compared to "Street Fighter II' Turbo: Hyper Fighting'. After that, pretty much 
every Capcom fighting game showed an increase in game speed. "Night Warriors: 
Darkstalkers' Revenge" even offered separate settings for "Normal" and "Turbo" 
speeds, and "Darkstalkers 3" took it a step further by adding the "Turbo 3" setting. 
As would be expected, offering players additional speed settings meant the majority 
of players opted to play on the fastest speed setting. As a result, "Darkstalkers 3 
fights progressed much more quickly than those of "Night Warriors: Darkstalkers' 
Revenge". The players were forced to make split-second decisions like they would in 
real combat situations. The unfortunate side effect of this was that "Darkstalkers 3 
required a certain amount of skill before you would have a fair chance against most 
players. 

DO YOU FEEL LIKE YOU ALIENATED SOME OF YOUR PLAYERS? 
SUZUKI: I think it would be fair to say that "Night Warriors: Darkstalkers' Revenge" 


widened our playerbase considerably, but that "Darkstalkers 3 counteracted that 
somewhat. According to our software guy, the aim was to increase the risk involved 
with waiting for the opponent to make a move during the fight. If anything, I prefer 
that style of fighting, so I personally like "Darkstalkers 3" more. I will, however, admit 
that when I play the game now I am quite surprised that I was able to keep up with 
such a fast-paced game back then, (laughs) 

SOME FINAL THOUGHTS ABOUT THE 
“DARKSTALKERS” SERIES / HOW WILL THEY 
KEEP THE FLAMES BURNING? 

TO ROUND OUT THIS INTERVIEW, WE'D LIKE TO HAVE EACH OF YOU OFFER 
A PERSONAL COMMENT REGARDING THE "DARKSTALKERS" SERIES. 

ISHIZAWA: I first experienced "Darkstalkers: The Night Warriors" and "Night 
Warriors: Darkstalkers' Revenge" as a player, and for some reason I ended up 
creating nothing but fighting games as a developer. As I mentioned earlier, I joined 
the team at a time when we were rebuilding everything from the ground up. I 
sincerely appreciate the opportunity I had to witness the evolution of the series with 
my own eyes in the form of "Darkstalkers 3". I know that people were pretty much 
split down the middle as far as loving or hating the game when it first hit the shelves, 
but enough people gave it a chance that the national tournament was a huge success. 
That has to be one of my favorite memories associated with the series. That kind of 
support made all of the sleepless nights and brain-twisting hours of work worthwhile. 

I doubt I will ever face a challenge quite like the Scaling System again. I spent way 
more time fine-tuning the Scaling System than I did working on the parrying feature 
for the "Street Fighter III" series of games, but I'm glad I did. Personally, I loved 
Jedah's concept art. I think he's a very cool character, and I would like to give a great 
big "thank you" to Murata for bringing such a brilliant character into the world. I liked 
Jedah so much that I snuck him into "Capcom Fighting Evolution", (laughs) 

SUZUKI: I worked on "Darkstalkers Chronicle: The Chaos Tower" and achieved 
my directorial debut with "Vampire: Darkstalkers Collection", which made that title 
particularly memorable for me. "Night Warriors: Darkstalkers Revenge was the 
game that inspired me to become a game developer in the first place, so it's safe to 
say that this series has had a powerful impact on my life. I continued to enjoy the 
games as a player even after I joined Capcom, so I am now doubly invested in the 
name "Darkstalkers". The third game in the "Darkstalkers" trilogy was released over 
15 years ago now, and I would certainly love to get the opportunity to breathe new 
life into these fading flames, (laughs) 

MURATA: Funamizu was the one who offered me the chance to work on fighting 
games, not only as a planner working the numbers, but also having a hand in 
some of the more tangible aspects of the game like the story, the world, adding to 
characters, and anything else that would help make the game more appealing to 
more people. I absolutely believe that "Darkstalkers" was a major turning point in my 
career. I joined in on the "Darkstalkers: The Night Warriors" project during its final 
stages, but I got in early on the two games that followed. Each time, I got the chance 
to be involved on a deeper level, touching on things like concepts, character builds, 
and even the structure of the world. Personally, that was a very special time for me. I'll 
have to echo what Suzuki just said about the series' future. The " Darkstalkers series 
still has a strong following, and people love it as a fighting game just as much as they 
love it for its rich world and intriguing characters. I'd like to take this opportunity to 
declare that we are totally looking forward to and have high hopes for the next stage 
in the evolution of the "Darkstalkers" series. 

SUZUKI: I can tell you honestly that the majority of our staff is extremely keen to 
make another "Darkstalkers" game. The folks who were behind the "Darkstalkers' 
and "Street Fighter Alpha" series' amazing sprites are still working at Capcom, and 
we often talk about how we'd love to work on a new "Darkstalkers" game. If I ever 
do get that opportunity, I can promise you that I will do my absolute best to live up to 
the fans' expectations. 

THANK YOU VERY MUCH FOR YOUR TIME. 


KEYWORDS 

• 1; Umehara - Daigo Umehara is a world-famous player known for overwhelming the Street Fighter" 
tournament scene. Umehara officially became a professional gamer in 2010. 

*2: Crab Punch - Refers to Rikuo's crouching heavy punch in "Darkstalkers: The Night Warriors Despite 
the fact that the move clearly hit the opponent around the legs, a crouching guard would not block this 
attack. It was nearly impossible to evade and, when combined with other low attacks or throws, posed a 
serious threat. 

*3: CP system board - The arcade system board developed by Capcom. There are several boards that 
carry the "CP System" name, but the one referred to in the interview is the "CP System II". 

•4: B. B. Hood's light punch combo - Refers to the combo [Dash+LP —Standing LPx2). Though 
difficult to master, this combo is extremely effective when executed repeatedly. 
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SOUND/BGM 

Hideki Okugawa 


PLEASE TELL US WHICH PIECES YOU COMPOSED FOR THE 
"DARKSTALKERS" SERIES. 

I did the BGM in "Darkstalkers" and "Night Warriors: Darkstalkers' Revenge" for 
Demitri, Jon Talbain, Rikuo, Anakaris, Huitzil, and Pyron. 

WHAT WAS THE MAIN CONCEPT BEHIND THE "DARKSTALKERS" 
SERIES' MUSIC? 

With "Darkstalkers", the main plan was to create BGM that suited each character's 
vibe. The characters were so unique that we felt it would be important for their music 
to reflect their personalities. For "Night Warriors", we took this original concept and 
focused more on creating catchy tunes. 

DID YOU RECEIVE ANY SPECIFIC INSTRUCTIONS FROM THE 
PLANNERS REGARDING THE BGM? 

Not that I can think of... if anything, I was the one shoving my plans down their 
throats. I enthusiastically brought my Jon Talbain BGM to them as soon as I had 
finished it, though if I recall correctly, it did take a relatively long time for them to 
approve it. 

HOW DID THE CONCEPT OF A WORLD WHERE MONSTERS, RATHER 
THAN HUMANS, ARE FIGHTING AFFECT THE STYLE OF THE MUSIC? 

I actually didn't consciously treat humans and monsters differently in terms of music 
style. If I had made all of the music gloomy and ominous just because they are all 
monsters, the game would have felt too heavy overall. Instead, I tried to incorporate a 
variety of music styles to suit the sometimes silly personalities we see in the characters. 

WAS THE MUSIC MORE CATERED TO THE CHARACTERS OR THE 


PROFILE | Hideki Okugawa 

As a composer, Okugawa has crossed over into several genres 
while creating music for many of Capcom's popular games. From 
arcade games like "Alien vs. Predator", "X-Men: Children of the 
Atom", and "Street Fighter III" to console games like "Onimusha 2", 
"Onimusha 3", "Dead Rising", and "Resident Evil 5", Okugawa's list 
of accomplishments goes on and on. 


STAGES? 

Between "Darkstalkers" and "Night Warriors", I'd say the emphasis was more on the 
characters, though I did try to consider both when composing the various pieces. In 
particular, the themes for Demitri and Jon Talbain were more about expressing who 
they are as characters. I went into Demitri's music with a special kind of zeal, as I 
considered it to be the theme song of the entire "Darkstalkers" series. I incorporated 
more elements from the actual stages for characters like Rikuo, for whom I had a 
jungle-esque theme, and Anakaris, who got more of an ethnic flavor. 

DID THE MUSIC GO THROUGH ANY MAJOR CONCEPTUAL 
CHANGES BETWEEN "DARKSTALKERS", "NIGHT WARRIORS", AND 
"DARKSTALKERS 3"? 

There was a push to change the overall image of the series with each installment. 
For "Night Warriors", we brought in some completely new music and also a few 
arranged versions of songs from "Darkstalkers". Despite the changes, however, we 
did try to preserve the general themes. "Darkstalkers 3" introduced a new concept 
entirely, and tbe music went from being focused on the characters to being focused 
on the stages and their atmospheres. 

ANY MEMORABLE ANECDOTES YOU'D LIKE TO SHARE? 

There was this one night I was all alone, working on the BGM for Anakaris... At 
the time, I would bum the BGM data onto a ROM so that I could listen to it through 
the kind of speakers it’d actually be played through in the final game. But the data 
somehow got corrupted or something, and when it started playing it sounded 
like someone was mooning in pain. That made me jump out of my skin! (laughs) 
Everything was fine once I reset it and played it again. 


SOUND / SOUND EFFECTS / VOICE RECORDING 


PROFILE Takf*hi kitamura 


Takeshi Kitamura 


Kitamura is one of the talented minds representing the Capcom 
sound team. From creating sound effects to recording and editing 
voices, Kitamura s responsibilities have spanned several projects 
including "Cyberbots", "Dungeons & Dragons: Shadow over 
Mystara", the "Jojo's Bizarre Adventure" series, and more recently 
the "Monster Hunter" series and "Dragon's Dogma", as well as 
"Resident Evil 6". He is sometimes credited as Moe.T or Momora. 


WHAT KINDS OF DUTIES DOES YOUR JOB ENTAIL? 

Creating sound effects and building sound systems, as well as recording and editing 
voices. 

WHAT WAS THE MAIN CONCEPT BEHIND THE OVERALL SOUND OF 
THE "DARKSTALKERS" SERIES? 

The usual stuff you'd expect at haunted house attractions, Halloween parties, and 
other entertainment-related occult concepts. I wanted to provide a fun "amusement 
park" atmosphere through sound. 

DID YOU RECEIVE ANY SPECIFIC INSTRUCTIONS FROM THE 
PLANNERS REGARDING THE SOUND EFFECTS AND RECORDED VOICE 
CLIPS? 

Unlike the typical fighting game where it's only human vs. human, there was a variety 
of attacks outside of the usual punching and kicking. As such, we needed to come 
up with new sound effects for when decidedly inhuman body parts hit a target. This 
proved surprisingly difficult, and I was sent back to the proverbial drawing board 
many times. 

HOW DID THE CONCEPT OF A WORLD WHERE MONSTERS, RATHER 
THAN HUMANS, ARE FIGHTING AFFECT THE SOUNDS YOU USED? 
Well, you've got unimaginable things and attacks coming out of unimaginable 
places, so every character needed many unique sound effects and voice clips to 
cover all the possible attack/target combinations, resulting in an impressive quantity 
and variety of sounds. 

HOW WERE THE VOICES (VOICE ACTORS) SELECTED FOR THE 
CHARACTERS? 

This was right around the time when game developers started taking the voice 
acting in games more seriously, so we spent days scouring animes and TV shows for 
voices that would match our character concepts. As for final selections, we would 
get samples from the voice actors, gather votes from our team members, then have 
multiple meetings to discuss our options before making our decision. 


ANY MEMORABLE VOICE-RECORDING ANECDOTES YOU'D LIKE TO 
SHARE? 

Things can get pretty crazy in the recording studio... The name of a certain move 
might be suddenly changed solely because while it looked great on paper, it didn't 
sound very good when spoken. Also, we had more than one occasion where 
everyone broke down in tears because a voice actor's performance was just that 
powerful. 

WHAT ABOUT OTHER WORK-RELATED STORIES? 

Most of them would be silly stories about me getting scared over nothing. I can't 
count the number of times the sound equipment picked up random wireless 
communications, which almost always happened in the middle of the night when I 
was working alone. Then there was that time I had characters on the screen, with 
both 1P and 2P set for playtesting, and the characters just started moving on their 
own... but it turned out I had touched the controls without realizing it. They're all silly 
stories I can laugh about afterward, but they sure did scare me at the time. 


E-CAPCOM "VAMPIRE RESURRECTION" 

BONUS PREMIUM SOUNDTRACK 

This CD was included as a bonus with the purchase 
of the limited edition "Vampire Resurrection" game 
through Capcom's official online store, E-Capcom. 
This special soundtrack included all of the original 
music from "Night Warriors" and "Darkstalkers 3", 
as well as a nonstop remix of all the BGM from the 
character stages. The gorgeous jacket art was done 
by Tamio of the Capcom Design Studio. 
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ART DIRECTOR 

Akira Yasuda 


PROFILE | Akira Yasuda 

Yasuda's talent shone during his time with Capcom, where he 
worked on graphics and planning. He heavily influenced the 
Capcom Design Studio and their animation patterns by investing a 
lot of time into teaching his younger colleogues. Yasuda currently 
works as a freelance illustrator, character designer, mecha designer, 
and manga artist. He is best known by his alias Akiman. 



The fact is, there's nothing more interesting than things that we've already seen. People are 
only able to recognize "human movements" because they themselves are humans and they've 
seen other humans move. If we weren't humans, we wouldn't find fighting games involving 
humanoids very interesting because we wouldn't relate as much to the human motions we see. 

Akiman has had a wide range of influence on Capcom's various games. For the "Darkstalkers" series, Akiman provided valuable input as the art director. We 
sat down with him to discuss his thoughts on that project. 


THE "DARKSTALKERS" PROJECT’S ORIGINS AS 
A VARIANT OF ’’STREET FIGHTER II” 

HOW DID THE "DARKSTALKERS" PROJECT GET ITS START? WAS 
THE PLAN TO BRANCH OFF INTO A MONSTER-ONLY GAME WITH 
"DARKSTALKERS" AND A SUPERHUMAN-ONLY GAME WITH 
"X-MEN" WHEN PLANNING THE EVOLUTION OF FIGHTING GAMES 
FOLLOWING "STREET FIGHTER II"? 

Hmm, I wonder. With regards to the "X-Men" game, I'd say that was all thanks to 
a colleague of mine named Akitomo, who was a huge X-Men fan. He'd personally 
translate all of the Marvel X-Men comics before officially-translated versions came 
out, and bring them in for everyone at the office to read. It didn't take long for 
everyone on the development team to become X-Men fans, and all it took was our 
boss at the time (Yoshiki Okamoto) saying, "That's it, we're getting the rights to 
X-Men!" The monster fighting game was another idea that Akitomo brought up, and 
it was given form by the planner Ohno, who had worked on "Captain Commando". 
In general, I don't necessarily think it's wrong to say that the two games branched off 
of "Street Fighter II". 

SO EVOLVING THE "STREET FIGHTER II" FIGHTING GAME STYLE WAS 
SOMETHING YOUR TEAM HAD CONSIDERED? 

Apparently, the idea was that boss characters should be relatively easy to create 
since the game itself would be a variant of "Street Fighter II". The development team 
came to me, saying they were told the same thing and that they were feeling some 
uncomfortable pressure as a result. I told them to just ignore what the higher-ups were 
saying, (laughs) 

(LAUGHS) WHAT PART DID YOU PLAY IN GETTING THE PROJECT 
STARTED? 

We actually had a side-scroller in the works at the time, but it was canceled. That 
team was transferred over to form the base of the "Darkstalkers" team. The other 
game was based on a manga, but the content itself didn't follow the manga at all and 
I was the one who canceled the game when I realized it wouldn't succeed as it was. 

I reassigned the entire team and joined them for the "Darkstalkers" project, but since 
I was the one who sent their original project down the drain, we weren't exactly one 
big, happy family right off the bat. (laughs) 

I SEE... 

As a result, however, it fully became their game and, as such, I had them keep my 
name out of the ending credits of "Darkstalkers". 

DID YOU PERFORM THE DUTIES OF AN ART DIRECTOR FOR THE 
GAME? 

Yes, though I pretty much stole the role from my predecessor partway through, 
(laughs) I do feel bad about that. I started out thinking that I'd just lend a hand with 
the graphics. 

THE CHARACTER DESIGN PROCESS WAS A 
SMALL ETERNITY FOR THE PIXEL ARTISTS 

THIS WAS SOMETHING YOU MENTIONED IN THE "STREET FIGHTER X 
TEKKEN" ART BOOK, BUT THE CEL ART STYLE OF "DARKSTALKERS" 
WAS OKAMOTO S IDEA AND YOU WERE INITIALLY AGAINST IT, 
RIGHT? 

Adding the gradation of shadows is one way to sort of cut corners when drawing, 
but when it comes to cel art, you can't use methods like that. I knew that going with 
the cel art style would mean doing the designs and drawings properly down to every 
inch. On top of that, we'd have to provide more pieces for the in-betweens to allow 
for richer animations. 


DID YOU INVEST A LOT OF TIME INTO THE CHARACTER DESIGNS? 

I'd say about three months. My boss told me to delegate the design tasks, so I had the 
Objects team work on those designs for three months. 

IS THAT CONSIDERED A LONG TIME COMPARED TO THE AVERAGE 
TIMEFRAME FOR CHARACTER DESIGNS? 

Yes, it's pretty long. I imagine it felt like an eternity for them, as they are used to 
working with pixels. It's only when you finish the sprite for a character that you really 
feel like the design work is done, and I had made them work strictly on paper for 
three months. Experimenting with pixels is when you really feel like you're designing, 
but as you continue with design work you start producing multiple pieces that you 
recognize as being of good quality. 

MURATA, WHO WAS IN CHARGE OF THE STORY AND PLANNING, 
TOLD US HE WAS A BIT CONCERNED ABOUT THE GAME WHEN HE 
FIRST SAW ANAKARIS. 

I'm not surprised, (laughs) Ohmoto, who was the one working on Anakaris, bases 
everything on the motto that "unexpected is best". I thought we'd be fine if we stuck 
to the classic monsters like vampires and other orthodox creatures who have been 
around for over three centuries. With regards to Anakaris, I persuaded myself he'd 
be all right if we viewed him the same way we did Dhalsim in "Street Fighter II". 
(laughs) 

INTERESTING. (LAUGHS) 

Unexpected is great and all, but things can sometimes go bad if you stray too far 
from the expected. 

WERE MONSTER TYPES LIKE VAMPIRES AND ZOMBIES PRETTY MUCH 
SET AS CONCEPTS FROM THE BEGINNING? 

I can't really remember, but I imagine they were. 

YOU MENTIONED THE ANIMATION EARLIER. WAS IT YOUR IDEA TO 
ALLOW FOR SO MUCH VARIETY IN THE ANIMATION? 

Yes. Within the company, there was no one in the higher ranks who was more 
interested in having more in-betweens than I, so it fell upon me to take that initiative. 

(LAUGHS) 

Everyone seems to think that as long as the characters move, it's good enough. When 
you add more in-betweens, however, you do add a certain amount of lag to the 
actions between the command inputs and the actual motion. In order to combat this 
drawback, we took a different route with the motions in "Darkstalkers" compared 
to the motions in "Street Fighter II". If we take the crouch motion as an example, 
"Street Fighter II" involved four states to get from a standing to crouching position, 
whereas "Darkstalkers" involved only one. As soon as you hit the crouch button, your 
character would crouch and follow-up movements like the swaying would kick in 
only afterward. This meant your hit zone was immediately lowered upon command, 



Transition from standing to squatting pose. Frames in-between are omitted. 
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Gouda Cheese (Bengus) is just such a genius that I was excited to 
push his talents to the forefront as much as possible. 


B 


and any follow-up movements would go from there. This allowed us to strike a solid 
balance between adding richer animations and maintaining a satisfying feel to the 
controls. 

FOR THE TRANSITION FROM STANDING TO 
CROUCHING, THE MOTIONS IN-BETWEEN 
THE TWO STATES WERE OMITTED. 

SO YOU WENT WITH SOMETHING CLOSER TO LIMITED ANIMATION 
WHICH, COMPARED TO FULL ANIMATION, UTILIZES FEWER BUT 
MORE IMPACTFUL IMAGES TO CONVEY MOTIONS? 

Exactly. I was careful not to make the motions so liquid in nature that it felt awkward 
to control. People who harp on gameplay tend to lecture that you don't need smooth 
or in-depth animations. 

I SEE. (LAUGHS) 

The defeated animation also went straight to the final pose, then proceeded to 
tremble. "Street Fighter II" characters went through three different visual states when 
they were defeated. That approach is fine and interesting too, of course, but it wasn't 
what we were going for with "Darkstalkers". We first created Felicia's defeated 
animation, then used that as a base for the other characters. 

SO YOU WERE THE ONE BEHIND THE DEFEATED ANIMATIONS, TOO. 
Morrigan's defeated animations and most of her in-betweens, really, aren't 
particularly cute. They tend to be more devilish, and it's only her standby pose that I 
would say is cute. 

KAGEYAMA OF THE OBJECTS TEAM NOTED THAT HANNA-BARBERA 
ANIMATIONS WERE USED AS A REFERENCE. 

That's the first I've heard of it. (laughs) I didn't realize Kageyama was using that style 
as a reference. 

"DARKSTALKERS" IS KNOWN FOR USING VERY VIBRANT COLORS. 
WAS THAT INFLUENCED BY DISNEY IN ANY WAY? 

I'd say so. Yokoyama was in charge of directing that general aspect of the game, and 
I do believe he drew some influence from the Disney style. 



Morrigan's character selection portrait included bags under her 
eyes to emphasize the Gothic style. 


Indeed it was Gouda Cheese (Bengus) is just such a genius that I was excited to 
push his talents to the forefront as much as possible. He did the face portraits for the 
character selection screen, and did you notice the bags under Morrigan's eyes? I 
love that! When I saw it I was like, "This is what I've been waiting for!" A portion of 
the development team was against the idea, but intentional bags under the eyes has 
become a relatively normal part of Gothic aesthetic expression now. 

IKENO MENTIONED THAT YOU WERE A BIG FAN OF MOEBIUS (A 
FRENCH ARTIST, CARTOONIST, AND WRITER) AT THE TIME, AND 
GOUDA CHEESE (BENGUS) WAS INFLUENCED BY HIS WORK, SO 
PERHAPS THAT IS WHY YOU UKED IT SO MUCH? 

I wouldn't doubt it. At that time, everyone was paying attention to Moebius and 
Katsuhiro Otomo though to be honest, I believe Gouda Cheese (Bengus) is even 
more gifted than they are. 


WHAT OTHER PARTS OF THE SPRITES DID YOU HAVE A HAND IN? 
The standby poses (standing) were basically done by me. Mori, who was in charge 
of Morrigan, was so delighted by her standing pose that he respectfully paid a lot 
of attention to making her movements quite stunning, all the way to the tips of her 
fingers. He was like, "Look at this! I've never seen a pose quite like it!!" I hadn't 
actually given him any specific instructions in terms of the movement, so I was happy 
that my intentions had been so accurately conveyed through my art. (laughs) 

IT'S LIKE YOUR SOUL WAS COMMUNICATING DIRECTLY WITH HIS. 
(LAUGHS) 

THE GENIUS THAT IS GOUDA CHEESE (BENGUS) 

I UNDERSTAND GOUDA CHEESE (BENGUS) WAS THE MAIN 
ILLUSTRATOR, BUT WAS IT A CONSCIOUS DECISION TO MAKE THE 
ART OF "DARKSTALKERS" DIFFERENT FROM THE ART OF "STREET 
FIGHTER II"? 



THE INVALUABLE OBJECTS TEAM 

PLEASE TELL US ABOUT THE WORK DONE BY THE OBJECTS TEAM 
DURING THE CHARACTER CREATION PROCESS. 

Mori was the one handing Morrigan, and I can tell you that people who are capable 
of creating truly "cute" characters are a rare thing indeed. Mori, and also Nakamura 
- who was responsible for B. B. Hood -- were two such people. Mori was constantly 
aiming to do something amazing, and he was always leading the pack as far as 
progress was concerned. I think he was the one who improved the most after joining 
the company. In my opinion, Mori and Nishio were the two brightest stars. Takaoka, 
who was in charge of Lord Raptor, was another notable talent who was able to 
produce great work very quickly. It only took him three months to do Dudley for 
"Street Fighter III" from start to finish. Kurihara, who worked on Demitri and also did 
some pixel work for "Captain Commando", was the most normal person you could 
ever meet and didn't give off the slightest hint of otakuness. Every character Kurihara 
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Yasuda drew these sketches of 
O-Bee. Character designs are 
gradually refined and solidified 
from mountains of drafts like these. 


made turned out to be popular and catchy. For this reason, we tended to leave all of 
the weirder characters to Ohmoto (the guy who did Anakaris). (laughs) 

SO OHMOTO WAS "THAT GUY", I TAKE IT. (LAUGHS) 

He was an animator we could trust with stuff where some level of unexpected 
outlandishness was okay, (laughs) 

WHAT CAN YOU TELL US ABOUT FUJIOKA, WHO IS CURRENTLY 
WORKING AS THE DIRECTOR OF THE "MONSTER HUNTER" SERIES? 
Fujioka came a little later, he's what we call third-generation. With characters like 
Kenji from "Red Earth" on his list of accomplishments, Fujioka stood out in the third 
generation crowd for sure. Within Capcom, I was part of the second generation. Our 
boss was part of the "Sonson" team, and Tokuro Fujiwara was part of the "Ghosts 
'n Goblins" team, which made them both part of the first generation. The second 
generation had "Street Fighter II" and "Final Fight". By that time, our boss had earned 
a position of respect within the company. "Darkstalkers" basically came around the 
transition period between generations 2 and 2.5. 

IT SEEMS LIKE YOU GRADUALLY SHIFTED FROM THE "FIELD" TO THE 
"COMMAND" SIDE OF THINGS. 

Yeah, with all of the fresh faces coming in, I had to increasingly hold myself back. 

I wanted to do it all myself, but I knew I couldn't do that because part of my 
responsibility was to delegate the work to the younger talent. Fighting games had 
gained a lot of momentum by that point, but Capcom still only had "Street Fighter" in 
their bag. SNK and the other companies were releasing a variety of fighting games, 
while Capcom was focusing on the "Street Fighter II" series. I think Capcom was a 
little slow in realizing that releasing a variety of fighting games would be good for 
business, if they had caught on a bit earlier, I believe "Darkstalkers" could have sold 
more. I personally went from working on "Street Fighter II" to "Captain Commando", 
and I imagine "Darkstalkers" could have been finished earlier if I had gone straight 
to it after "Street Fighter II". 

"DARKSTALKERS" - A TREASURE TROVE OF 
MASTERPIECE CHARACTERS 

A LOT OF POPULAR CHARACTERS CAME OUT OF "DARKSTALKERS". 
Morrigan is beautiful. We started with the vague concept of a female vampire, so I 
expected something along the lines of "Vampirella" (an American comic featuring 
a female vampire), and didn't offer much in the way of detailed instructions. Sifting 
through design drafts was quite repetitive until we gradually got to something closer 
to the final design, at which point I knew we had hit the nail on the head. I think 
the keyword "succubus" that was injected into the design process partway through 
helped to get us going in the right direction. I particularly like the bat motif. 

I SEE. 

Everyone at Capcom was pretty much in agreement that creating a character to 
surpass Chun-Li's popularity would be difficult at best... but then came Morrigan. We 
could reuse Morrigan countless times, so I think she was a great character. 

DID YOU HAVE A HAND IN THE CHARACTERS OF "NIGHT WARRIORS: 
DARKSTALKERS' REVENGE"? 

No, I wasn't involved with that project. 

HOW DO YOU FEEL ABOUT THE NEW CHARACTERS INTRODUCED IN 


"NIGHT WARRIORS"? 

I didn't have any part in it, but Hsien-Ko is a true masterpiece -- the kind of character 
that only comes around once in a blue moon. I think she's great, and it's not often 
that you see more refined characters coming out in sequels. Hsien-Ko is a zombie, yet 
she's so adorable. They had such a short amount of time to work with, so I imagine 
Ohmoto and Nishio tag-teamed that design. I'm not overly impressed with Donovan, 
since he was designed by Ohmoto. (laughs) 

THAT'S MEAN! (LAUGHS) 

I thought the base idea of a Tibetan monk was good, and I like Anita. Donovan just 
doesn't interest me much because he just seems like a needy character who wants 
attention, (laughs) 

FROM WHAT I UNDERSTAND, FUNAMIZU WAS QUITE TAKEN WITH 
DONOVAN. 

Funamizu is fairly uncomplex with his preferences and he likes cute characters. 

BASIC KNOWLEDGE OF GAME CREATION 

SOME OF THE CONCEPT ART IS DONE IN A STYLE SIMILAR TO 
"JOJO'S"... WERE THERE A LOT OF ARAKI FANS ON THE TEAM? 

Well everyone knew the name, of course. "Fist of the North Star", "Jojo's Bizarre 
Adventure", "Dragon Ball"; these are basically required reading for us. What can I 
say? We're just a bunch of geeks, (laughs) 

(LAUGHS) 

Of course, we wouldn't have it any other way. I mentioned this in the "Street Fighter" 
art book too, but people really aren't interested in fully "new" characters that no one 
finds familiar in any way. Players want a sense of familiarity in the characters they 
see fighting in a game. Whether it's Inoki vs. Baba, or Masutatsu Oyama, Gozo 
Shioda, Sokaku Takeda, and Tony Jaa (Ong Bak), people want to see their heroes 
battling it out on the screen. We'd be more than happy to supply those fantasies 
directly, but getting the rights to use the likenesses of such famous people is pretty 
much impossible, so we settle for designing characters that represent such famous 
figures. 

THAT MAKES SENSE. 

Lately, rights regarding specific guns and their designs have become much stricter as 
well. The same goes for cars, though I think we all know of a certain famous director 
who fought against such obstacles. 

AH, YES... SAID DIRECTOR WAS FAMOUSLY QUOTED FOR SAYING, 
"NO ONE OWNS THE RIGHTS TO A CAR SIMPLY CALLED A CAR," 
THOUGH HE CLEARLY USED IMAGES OF SPECIFIC CARS. 

That's just proof that ignoring copyright laws can sometimes lead to a great deal of 
fun. 

THAT’S AN INTERESTING LINE OF LOGIC. (LAUGHS) 

The fact is, there's nothing more interesting than things that we've already seen. 
People are only able to recognize "human movements" because they themselves are 
humans and they've seen other humans move. If we weren't humans, we wouldn't 
find fighting games involving humanoids very interesting because we wouldn't relate 
as much to the human motions we see. 

I SEE. THANK YOU FOR TAKING TIME OUT OF YOUR BUSY SCHEDULE 
TO SPEAK WITH US TODAY! 


Morrigan is beautiful. 

I didn't have any part in it, but Hsien-Ko is a true masterpiece -- 
the kind of character that only comes around once in a blue moon. 
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Gouda Cheese (Bengus) 


PROFILE | Gouda Cheese 


During his time with the Capcom Design Studio, Gouda 
was often credited as "BENGUS" and "CRMK". His legacy 
includes countless masterpieces in the "Street Fighter Alpha", 
"Darkstalkers", and "VS." series. Gouda Cheese (Bengus) is 
currently working as a freelancer. 

§ 



"Darkstalkers" is my favorite series because it has the greatest amount of art that I like. 

Gouda Cheese (Bengus) has charmed droves of fighting game fans with his unique so le. He sat down with us to tell us how he came to be a part of the 
"Darkstalkers” project, and even recounted some personal anecdotes. 


HOW DID YOU JOIN THE "DARKSTALKERS" TEAM? 

Basically, the end of my gig illustrating for "Alien vs. Predator" overlapped with the 
start of illustration needs in the "Darkstalkers" project. 

I UNDERSTAND THIS WAS THE FIRST TIME YOU DID THE MAIN 
ILLUSTRATIONS FOR A GAME. HOW DID YOU GET THAT ROLE? 

I was already part of the development process, with art for cinematics and such, so I 
believe one thing led to another. 

CAN YOU TELL US ABOUT THE ENVIRONMENT IN THE DESIGN 
STUDIO AND YOUR WORKSPACE? 

When I was there, the Design Studio was still pretty small. During development, we 
were calling the second game "Vampire Dash" and the third "V3". 

ANY ANECDOTES YOU REMEMBER FROM THOSE DAYS? 

The one thing I do remember is how much fun I had coloring using real paints back 
then. 

ALL THREE GAMES HAVE VERY DIFFERENT STYLES. WHAT MATERIALS 
WERE YOU USING AT THE TIME? 

For the first two, we used Liquitex. For the third, we used computers (Photoshop). 


HOW LONG DID EACH CHARACTER TAKE? 

On average, I'd say 2.5 days for the first game. 

WHAT WAS THE DEVELOPMENT WORKFLOW LIKE? 

Once the designs were finalized, they were brought to me and I would illustrate them. 

WERE THERE ANY PARTICULAR MANGAS OR ILLUSTRATIONS THAT 
YOU UKED AT THE TIME? 

I looked at my notebooks from back then, and it seems like I was really into watching 
the anime "Gokinjo Monogatari". I also remember enjoying the original manga 
version of that series. 

WHAT ARE YOUR PERSONAL THOUGHTS ON "DARKSTALKERS"? 
"Darkstalkers" is my favorite series because it has the greatest amount of art that I 
like. 

ARE THERE ANY SPECIFIC IMAGES OR DESIGNS THAT YOU'D LIKE TO 
WORK ON IN THE FUTURE? 

There are tons. I feel like that was a very satisfying time in my career, and I hope to 
enjoy another fruitful period like that again in the future. 


ILLUSTRATIONS / CINEMATIC GRAPHICS 

Ikeno 


PROFILE Ikrno 

Ikeno formerly worked in the Capcom Design Studio as a 
character designer and art director for projects like "Devil 
May Cry 2", "Devil May Cry 3", and "Street Fighter IV". He is 
currently doing design work for "Dragon's Dogma". 



They all drew the most stylish muscles I have ever seen. 

While still new at the company, Ikeno was assigned to the "Night Warriors: Darkstalkers' Revenge” team. Currently, Ikeno is Hexing his artistic muscles as 
the designer for projects like "Street Fighter IV" and "Dragon's Dogma". Ikeno sat down with us to discuss old memories as well as hopes for the future. 


HOW DID YOU COME TO BE INVOLVED IN THE "DARKSTALKERS" 
SERIES? 

If I recall correctly, I did the individual character illustrations for the 3DO version 
of "Super Street Fighter II Turbo" soon after joining Capcom in 1994. Immediately 
following that, I started drawing for the "Night Warriors: Darkstalkers' Revenge" 
project. 

WHAT WERE THE SURROUNDING CIRCUMSTANCES? 

Gouda Cheese (Bengus) was quick with his work and everything he submitted was 
stellar, but he simply had too much on his plate. So Gouda Cheese (Bengus) was 
asked to focus his efforts on the main visuals and new characters (Donovan and 
Hsien-Ko) while I worked on the other character illustrations and miscellaneous art. 
One of my memories from those days is drawing illustrations while listening to the 
new year's bell tolling. 

YOU SPENT NEW YEAR'S EVE AT THE OFFICE!? 

Akiman and Kinu Nishimura were there too, looking like it was the most normal thing 
in the world, (laughs) I'm pretty sure Gouda Cheese (Bengus) wasn't there, as he 
always left the office by 9:00pm at the latest. 

DO YOU HAVE ANY MEMORABLE ANECDOTES YOU CAN SHARE 
WITH US? 

The harshness of Kinu Nishimura's approval process will forever be carved into 
my brain, (laughs) It was all I could do to satisfy her edit demands. I'm sure you've 
noticed the unique style of the "Darkstalkers" art. I'd say that had something to do 
with Akiman's influence on Gouda Cheese (Bengus)'s line art. 

IS THAT SO? 

At the time, Akiman was fascinated by the work of Moebius (a French artist known 
for his use of oblique lines and stippling) and often emulated his style. Gouda Cheese 
(Bengus) in turn was influenced by Akiman, and you can see some of the oblique 
lines in his "Darkstalkers" art. Gouda Cheese (Bengus)'s lines are always so dense 
and beautiful, whereas mine tend to be rough and dirty. Learning that line style was 
tough, but it was better with "Night Warriors" because we switched to a lineless 
coloring method. 


WHAT WAS IT LIKE TO WORK ON "NIGHT WARRIORS"? 

Working alongside Gouda Cheese (Bengus) makes me anxious because I don't like 
the thought of having my work directly compared to his. (laughs) As far as art styles 
are concerned, I used "Darkstalkers" art as reference while I practiced to get my style 
closer to his for the project. A lot of the art involved muscular builds, and Akiman, 
Kinu Nishimura, and Gouda Cheese (Bengus) all drew the most stylish muscles I have 
ever seen. At the time, I was doing everything I could to draw muscles like that. 

RECENTLY, YOU'VE BEEN WORKING ON PROJECTS LIKE "STREET 
FIGHTER IV" AND "DRAGON'S DOGMA". HOW DOES IT FEEL TO 
WORK ON THE LATEST GAMES? 

I've come to understand the importance of lighting. A simple tweak of the lighting 
can improve the quality of a scene in surprising ways. "Street Fighter IV" was done 
in the older "side view" style, so it was relatively easy to deal with. Lately, more 
and more games have been making use of filters and color adjustments as well as 
varied lighting in real-time according to the time of day. This means the characters 
need to look cool at every conceivable angle and under every kind of light. As the 
available game hardware improves, we are getting closer and closer to photorealistic 
graphics, which means we as game developers have to go into the process of 
creating a game with the same energy as one would need when creating a movie. 
It's pretty hardcore, to say the least. 

IF YOU WERE INVITED TO PARTICIPATE IN A SEQUEL, WHICH 
DIRECTION WOULD YOU LIKE TO EXPLORE? 

The "Darkstalkers" series boasts a great deal of popularity in Japan. If we were 
to develop a sequel for the next-gen consoles, I would want to not only amp up 
the realism of the graphics, but also emphasize the best aspects of Gouda Cheese 
(Bengus)'s art, while mixing the vivid colors and dark elements that the series has 
come to be known for. I personally like the art Gouda Cheese (Bengus) did for the 
individual character illustrations and the character selection portraits. I'd like to take 
that style and blend it with a more realistic, raw, and scary kind of dark style. Simply 
making the graphics "more realistic" is a relatively easy task, but I think it's more 
important to make the visual aspect of a game relevant to the modern market while 
maintaining the elements that made the series popular to begin with. I also quite like 
the HD effect Seiji Kamiya of Vanillaware used in "Muramasa: The Demon Blade" 
and "Odin Sphere". 
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OBJECTS 

Mizuho Kageyama 


PROFILE | Mizuho Kageyama 

Kageyama has been responsible for some impressive and iconic characters, 
like Vega from "Street Fighter II" and Zhang Fei from "Tenchi wo Kurau II". She 
was also responsible for character designs and object creation for "The King 
of Dragons". Kageyama joined the "Darkstalkers" project while she was in the 
middle of working on "Super Street Fighter II". 


HOW DID YOU COME TO WORK ON THE "DARKSTALKERS" SERIES? 

out during the character design process to do some work for "Super Street 
Fighter I", and once the basic design work was done, I was assigned to do the object 
work for Victor. 

WHILE WORKING ON OBJECTS FOR THE "DARKSTALKERS" SERIES, 
DID YOU HAVE ANY PERSONAL THEMES TO GUIDE YOUR WORK? 
Since this was Capcom's first attempt at cartoon-style sprites, I was very careful about 
the movements, like the flow of the animation lines. At the time, I watched a lot of 
"Tom and Jerry" and other Hanna-Barbera cartoons. 

WAS THERE ANYTHING YOU HAD TO BE AWARE OF WHILE 
WORKING ON A HEAVYWEIGHT CLASS CHARACTER LIKE VICTOR? 
Within the game balance spectrum, Victor had to take up the role of your archetypical 
power-type fighter. In order to fill this role successfully, I was told Victor's moves would 
have to be more orthodox in nature, but that they definitely could not be boring. 
Achieving this balance was the most difficult part of coming up with moves for Victor. 

DO YOU HAVE A FAVORITE MOVE FROM VICTOR'S MOVE LIST, OR DID 



Attacks that are orthodox yet 
exciting; this was the concept that 
gave Kageyama the most difficulty. 


YOU FIND ANY OF THEM PARTICULARLY DIFFICULT TO WORK ON? 

I liked Victor's heavy punches and kicks because his limbs enlarge to the point where 
they rip and the muscular structure is exposed. I think those moves did a great job of 
working in Victor's Frankenstein theme, although his moves are all slow and rather 
weak, (laughs) The hardest part had to be staying within the resource limitations. 
Each character is given a certain limit, and animating muscles tends to eat up those 
resources pretty quickly. 

WERE THERE ANY PARTICULAR POINTS YOU WERE CAREFUL ABOUT 
WHILE WORKING ON DONOVAN? 

I was tasked with a portion of his defeated motion and special moves. His orthodox 
physical shape made him really easy to work with. Donovan's design has a lot of 
accessories in addition to his clothes and beads, all of which had to be expressed within 
strict color limitations (16-bit). For this reason, I was very careful to shape each item 
distinctly. 

WHAT ABOUT B. B. HOOD? 

I worked on a portion of her defeated motion and special moves, as well as her 
doggy. Donovan and B. B. Hood were the results of a cooperative effort between 
many people. The moves were developed based on concepts taken from storyboards 
drawn by Yasuda (Akiman). The storyboards were so hilarious, studying them to 
create the moves was really quite fun. 

DO YOU HAVE ANY MEMORIES FROM YOUR TIME WITH THE 
"DARKSTALKERS" SERIES THAT YOU WILL KEEP WITH YOU FOREVER? 
I particularly enjoyed using transformation animations in ways that could only be 
done with 2D. It wasn't just about morphing from one shape to another, it was also 
about the force of actions and the graceful movements of the limbs. I think this gave 
way to the satisfying animation style that Capcom came to be known for. In this day 
and age where 3D is mainstream, transformation animation is much more difficult. 
Still, I look forward to another opportunity to work on graphics where we can explore 
a wide range of ideas and exhilarating motions. 


OBJECTS 

Tohru Takaoka 


PROFILE | Tohru Takaoka 

Takaoka was responsible for Dudley's object design in "Street Fighter III". He was 
also the motion designer for "Star Gladiator", "Onimusha: Dawn of Dreams", 
and the "Street Fighter EX" series. As non-Capcom properties go, Takaoka was 
the motion and modeling designer for "Fighting Layer" and "Technictix". 


PLEASE TELL US ABOUT THE VARIOUS PROJECTS YOU HAVE WORKED 
ON, AS WELL AS THE ROLES YOU HAVE PERFORMED. 

For the first-generation "Darkstalkers", the designs were determined through a 
competition format within the objects team. I was lucky enough to have my designs 
for Lord Raptor, Anakaris, and Victor chosen as the final designs. I submitted so many 
design drafts, I imagine Yasuda was quite annoyed with me. I also handled every 
aspect of Lord Raptor's motions, for which I had a great deal of freedom because 
they did not have any detailed plans or instructions. I assisted with Anakaris' throw 
moves, and basic poses for a few other characters. For "Night Warriors", I did Lord 
Raptor's motions and assisted with Hsien-Ko. lord Raptor's basketball move came 
about due to a request from the planning team. 

HOW DID YOU GET INVOLVED WITH THE "DARKSTALKERS" SERIES? 
When I first joined the company, I was assigned to work on a side-scrolling game 
similar to "Captain Commando". The other game companies were cranking out various 
fighting games, whereas Capcom only had the "Street Fighter II" series in their pocket. 
That's when the idea of a fighting game featuring monster characters was brought to 
the table, but they didn't have enough free hands to start up the new project. Then the 
side-scroller I had been working on was canceled and the entire team was moved to 
"Darkstalkers". Sadly, they never did pick up that side-scroller again after that. 

WHILE WORKING ON OBJECTS FOR THE "DARKSTALKERS" SERIES, 
DID YOU HAVE ANY PERSONAL THEMES TO GUIDE YOUR WORK? 
Since the characters were monsters, I wanted to make sure I did not limit my 
imagination in any way in order to allow for decidedly inhuman traits like 
transformations. I think I did most of what I did because I was young, and that grants 
one a healthy amount of zeal. Ah, the good old days, (laughs) Aside from that, I 
also focused on giving each character the kind of appeal you often find in the main 
characters of American comics. 

DID YOU PAY CLOSE ATTENTION TO ANYTHING IN PARTICULAR 
WHEN WORKING ON LORD RAPTOR? 

Zombies traditionally have sluggish and grotesque movements, but I didn't think 
that would make his character very appealing. His heavy metal jacket gave me the 
conceptual hint I needed, and I decided to make him the crazy kind of guy who 
would walk around wearing headphones and headbanging shamelessly. I gave 
him that victory pose with his guitar to expand on his personality. I also brought 
in the chainsaw because I was really into horror movies like "The Texas Chainsaw 
Massacre" and "Army of Darkness". 


DO YOU HAVE A FAVORITE MOVE FROM LORD RAPTOR'S MOVE LIST, OR 
DID YOU FIND ANY OF THEM PARTICULARLY DIFFICULT TO WORK ON? 
Hell's Gate was quite tricky. We had to work within some pretty tight resource 
limitations, so I had to figure out how to work it all in with as few motion patterns as 
possible. I personally like Death Hurricane, which only has three patterns, because it's 
just so outrageous. 

WHAT ABOUT HSIEN-KO? 

I only assisted with Hsien-Ko, so I didn't do much with her. She's a Chinese zombie 
and a woman, so I made sure the cloth parts of her costume moved softly and that her 
body movements were graceful. To emphasize their zombie connection, I gave Lord 
Raptor a unique entrance pose for fights against Hsien-Ko. I'll admit that I may have 
also been trying to give my character a way to ride on Hsien-Ko's popularity coattails 
a bit. The person in charge of Hsien-Ko was the scariest person in all of Osaka, so I 
worked like a dog whenever I was assisting with that character. 

DO YOU HAVE ANY MEMORIES FROM YOUR TIME WITH THE 
"DARKSTALKERS" SERIES THAT YOU WILL KEEP WITH YOU FOREVER? 
Being granted the opportunity to work on character designs was invaluable, 
especially because I was still "the new guy" at the time. I worked so hard I was 
basically living at the office, but I made it through thanks to the kindness of my senior 
colleagues. Looking back on my career, I'd say "Darkstalkers" and "Street Fighter III" 
were the most fulfilling projects I ever worked on. For better or worse, I have never 
felt the same enthusiasm about a project since. I will say that there are plenty of juicy 
stories I am not allowed to share, (laughs) 



Takaoka's favored Death 
Hurricane. He initially tried to 
express the move through two 
patterns, but that wasn't enough to 
convey the spinning action. 
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OBJECTS 

Shinji Kaminaguchi 


I'HOKILK | Sliinji Kaniina^urlii 

Kaminaguchi did object work for the "VS." series starting with 
"X-Men vs. Street Fighter", and worked on "X-Men: Children of 
the Atom" and "Street Fighter III" as well. He was also the motion 
designer for "Gundam Seed: Rengou vs. Z.A.F.T.". More recently, 
Kaminaguchi has been working as the motion designer for "Ace 
Attorney 2" and "Professor Layton vs. Ace Attorney". 


PLEASE START US OFF BY TELLING US HOW YOU CAME TO WORK 
ON THE "DARKSTALKERS" SERIES. 

I'm pretty sure it was a simple case of them not having enough people, so I was called 
in to help out. 

WHILE WORKING ON OBJECTS FOR THE "DARKSTALKERS" SERIES, 
DID YOU HAVE ANY PERSONAL THEMES TO GUIDE YOUR WORK? 

So many people had a hand in Hsien-Ko, my main concern was ensuring that she 
didn't end up looking out of place among the other characters. 

HSIEN-KO IS ARMED WITH QUITE A VARIETY OF DEADLY WEAPONS, 
EACH REQUIRING DISTINCTIVE MOTIONS. DO YOU HAVE ANY 
FAVORITE MOTIONS? ALSO, DID YOU FIND ANY OF THE MOTIONS 
DIFFICULT TO CREATE? 

The only thing I remember is that an attack was rejected where Hsien-Ko would 
launch Mega Man's head. 

FELICIA'S MOTIONS LEAVE A STRONG IMPRESSION ON VIEWERS 
BECAUSE OF THE WAY HER CAT-LIKE MOVEMENTS ARE EMPHASIZED. 
DID YOU FIND WORKING ON FELICIA DIFFICULT IN ANY WAY? 

I only had to help with a portion of that character, so I had a lot of freedom to try 
different things. The idea I pressed the most for Felicia was using references to the 
series "Sazae-san". 


OF FELICIA S ACTIONS, WHICH IS YOUR FAVORITE AND WHY? 

The ranged standing heavy kick is my favorite, for both the idea and action. 

DO YOU HAVE ANY MEMORIES OR LESSONS LEARNED FROM YOUR 
TIME WITH THE "DARKSTALKERS" SERIES THAT YOU WILL KEEP WITH 
YOU FOREVER? 

It was all about a group of people coming together, competing with one another and 
throwing unique ideas on the table. The atmosphere was quite chaotic at times, but 
the creative minds weren't segregated and it was an intensely passionate era. 



Kaminaguchi noted that Felicia's 
ranged standing heavy kick was 
his favorite move. In this move, 
Felicia uses her tail to support her 
body while she delivers a graceful 
drop kick. 


OBJECTS 

Mizue Morimoto 


PROFILE Mizue Mnrimnto 

Morimoto created 2D characters for "Red Earth" and "Street Fighter 
Alpha 3". She also did the 3D characters and motions for "Resident 
Evil Outbreak", "Monster Hunter Portable", "Zack & Wiki: Quest for 
Barbaras' Treasure", and "Ghost Trick: Phantom Detective". 


PLEASE START US OFF BY TELLING US HOW YOU CAME TO WORK 
ON THE "DARKSTALKERS" SERIES. 

I spent about a month or two with the first team I was assigned to after joining the 
company. My then-boss asked me if I would be interested in leaving my current 
project to work on a new one. The new project in question was "Darkstalkers". 
The entire team including myself stopped working on our project and shifted to 
developing "Darkstalkers". 

WHILE WORKING ON OBJECTS FOR THE "DARKSTALKERS" SERIES, 
DID YOU HAVE ANY PERSONAL THEMES TO GUIDE YOUR WORK? 

I was still very new to the company, so absorbing everything I could about how 
Capcom creates their games was the most I could do at the time. I recall being 
driven by a desire to create animations that emulated the movements found in Disney 
cartoons. 

SASQUATCH IS A GREAT BLEND OF ADORABLE ACTIONS AND 
BIGFOOT'S LARGER-THAN-LIFE PRESENCE. WAS THERE ANYTHING 
IN PARTICULAR THAT YOU w KEPT IN MIND WHILE WORKING ON 
SASQUATCH? 

For all of his attacks, I tried to make it look like he was giving it everything he had. 
With his lighter attacks and the small moments in-between actions, I slipped in as 
many comical details as possible. One of the main rules of the "Darkstalkers" art 
was that it wasn't allowed to stop at any time, so I ensured that Sasquatch's fur was 
perpetually wavering. 


OUT OF SASQUATCH’S SPECIAL MOVES, DO YOU HAVE A FAVORITE? 
DID YOU FIND ANY TO BE PARTICULARLY DIFFICULT TO WORK ON? 
My favorite and the most difficult are one and the same: Big Ice Bum. I was having 
trouble coming up with a good move, and all of the brain twisting I did made that 
move the most memorable for me. 

WERE THERE ANY PARTICULAR POINTS YOU WERE CAREFUL ABOUT 
WHILE WORKING ON DONOVAN? 

I only did two or three motions for Donovan, but his posing was quite unique so I was 
careful to maintain that. 

WHAT ABOUT B. B. HOOD? 

I was responsible for taking the patterns prepared by others and turning them into 
sprites. B. B. Hood's facial expressions were key to her character, so I did my best to 
faithfully reproduce the facial expressions as they were brought to me. 

DO YOU HAVE ANY MEMORIES OR LESSONS LEARNED FROM YOUR 
TIME WITH THE "DARKSTALKERS" SERIES THAT YOU WILL KEEP WITH 
YOU FOREVER? 

I still apply the lessons I learned from working on "Darkstalkers" to the projects I 
am working on today. I was blessed to work with a very talented objects team, so I 
cherish every lesson and experience I gained during that time. As for memories, I'll 
never forget what it was like to sleep at the office. 




Sasquatch is the perfect character, gifted with impressive 
strength, an adorable demeanor, and a genuine desire to 
always do his best. Great consideration was given to his 
character, right down to his perpetually wavering fur. 


Big Ice Burn took a lot of time and thought, but it was all worthwhile. 
The execution and even the follow-up reaction is quite entertaining. 


Vry/WT 7-b7-*X 
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OBJECTS 

Eri Nakamura 


PROFILE | Eri Nakamura 

Nakamura did mini character work for E. Honda in "Street Fighter 
II", Psylocke in "X-Men: Children of the Atom", Chun-Li in "Street 
Fighter Alpha", and Miles Edgeworth in "Ace Attorney 2", among 
other object-related work for various games. She also did modeling 
work for the "Mega Man Star Force" series. 


PHASE START US OFF BY TELLING US HOW YOU CAME TO WORK 
ON THE "DARKSTALKERS" SERIES. 

I believe I was working on "X-Men: Children of the Atom" when I was pulled aside 
without much explanation and forced to assist with Anakaris. (laughs) 

WHILE WORKING ON OBJECTS FOR THE "DARKSTALKERS" SERIES, 
DID YOU HAVE ANY PERSONAL THEMES TO GUIDE YOUR WORK? 
I just kept telling myself that I needed to make sure the appeal of each character was 
drawn out to its maximum potential. 

ANAKARIS HAS SOME UNIQUE ACTIONS, LIKE FLOATING AND 
WARPING. DID THIS POSE ANY SPECIFIC DIFFICULTIES FOR YOU 
WHEN YOU WERE ASSIGNED TO ASSIST WITH HIS CHARACTER? 
Anakaris quite literally breaks the mold when it comes to the traditional "common 
sense" of fighting games, so my main focus was making Anakaris as weird... er, that 
is to say, "unique"... as possible. I am all about common sense and pre-established 
molds, so that's what made Anakaris a difficult character for me. 

HSIEN-KO IS ARMED WITH QUITE A VARIETY OF DEADLY WEAPONS, 
EACH REQUIRING DISTINCTIVE MOTIONS. DO YOU HAVE ANY 
FAVORITE MOTIONS? ALSO, DID YOU FIND ANY OF THE MOTIONS 
DIFFICULT TO CREATE? 

I only did the most basic dot work on Hsien-Ko, so I don't think I have any meaningful 
input... I'm sorry! After doing that one pattern, I was excited to see her in her 
completed form. Everyone did such a good job on her!! 



Nakamura admits that working 
on a character as unexpected 
and unusual as Anakaris was a 
difficult task. But her hard work 
paid off in the form of a truly 
unforgettable character. 


B. B. HOOD IS ONE OF THE MOST TWO-FACED CHARACTERS IN 
THE HISTORY OF GAMING, WITH HER ADORABLE BASE ACTIONS 
AND INSANELY VICIOUS ATTACKS. HOW DID YOU INTERPRET THIS 
DUAL-SIDED NATURE OF B. B. HOOD S CHARACTER IN TERMS OF 
CONVEYING IT TO THE PLAYER? 

B. B. Hood may take it to extremes, but I think most people harbor two sides to their 
personality to some degree, so working on her felt pretty natural to me. Still, making 
the gap between her two extremes as wild as possible added to her character's 
charm, so we tried things like having different people work on different moves for 
her. 

OF B. B. HOOD'S BASIC ACTIONS, WHICH IS YOUR FAVORITE AND 
WHY? 

"Ooo, a flower!" (crouch) I love how a flower randomly blossoms whenever she 
crouches, so I often just make her stand and crouch repeatedly for no good reason. 

DO YOU HAVE ANY MEMORIES OR LESSONS LEARNED FROM YOUR 
TIME WITH THE "DARKSTALKERS" SERIES THAT YOU WILL KEEP WITH 
YOU FOREVER? 

The fact that I had the opportunity to work on a game that has been loved so 
passionately for so long that it's still spawning books like this one is a blessing that I 
will cherish forever. Thank you so much, everyone! 


In her innocent moments, B. B. 
Hood is genuinely adorable. No 
doubt many players were taken 
by surprise when they saw her 
crouch for the first time. 



OBJECTS 

Norihide Fujii 


PROFILE | Norihide Fujii 

Fujii did object work for many games, like Birdie in "Street Fighter 
Alpha" and "Street Fighter Alpha 3", Oro in "Street Fighter III", and 
various characters in the "Jojo's Bizarre Adventure" series. For the 
"Resident Evil Outbreak" series, Fujii did background modeling, and 
expanded out into character design for "Resident Evil: Revelations". 


PLEASE START US OFF BY TELLING US HOW YOU CAME TO WORK 
ON THE "DARKSTALKERS" SERIES. 

I was actually assigned to a different team while working on "Darkstalkers" and 
"Night Warriors", so I merely assisted with the dot work and other miscellaneous 
tasks. 

WHILE WORKING ON OBJECTS FOR THE "DARKSTALKERS" SERIES, 
DID YOU HAVE ANY PERSONAL THEMES TO GUIDE YOUR WORK? 

It was all about making the characters I was working on distinct from the characters 
other people were working on, and also pouring in as many unique ideas as 
possible. 

DID YOU PAY CLOSE ATTENTION TO ANYTHING IN PARTICULAR 
WHEN WORKING ON BISHAMON? 

I was merely assisting with "Darkstalkers" when I was asked to make Bishamon enter 
the stage from the igloo in the background, and that was extremely tricky. 



Fujii noted how difficult it was to 
get Bishamon to enter the stage 
from the igloo in the background. 
Such unique entrances are 
another fascinating aspect of the 
"Darkstalkers" series. 


FEUCIA GAINED SOME UNIQUE NEW SPECIAL MOVES LIKE "PLEASE 
HELP ME!" IN "NIGHT WARRIORS". DID YOU HAVE ANY IDEAS 
OR CONCEPTS AT THE FOREFRONT OF YOUR MIND WHEN YOU 
INHERITED THE CHARACTER FROM YOUR PREDECESSOR? 

"Please Help Me!" was the only thing I worked on for Felicia. It was such a strangely 
non-aggressive move for a fighting game, and I had a lot of fun with it. 

WHATABOUTWHENYOUTOOKONLORDRAPTORFOR 
"DARKSTALKERS 3"? 

The person who previously worked on Lord Raptor finished him to such a high level of 
perfection that trying to add to the character in any way was a true challenge. Still, I 
was only tasked with the performance aspects of Lord Raptor, so I was able to have 
a decent amount of fun. 

DO YOU HAVE ANY MEMORIES OR LESSONS LEARNED FROM YOUR 
TIME WITH THE "DARKSTALKERS" SERIES THAT YOU WILL KEEP WITH 
YOU FOREVER? 

I can't even begin to count the things I gained from that experience. 



Fujii enjoyed working on 
"Please Help Me!". In a manner 
of speaking, the character's 
refusal to fight made this move a 
revolutionary one in the fighting 
game genre. 
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OBJECTS 

Kaname Fujioka 


PROFILE | kaname Fujioka 

Upon joining Capcom, Fujioka was assigned to the objects team 
(characters) for "Ring of Destruction - Slam Masters II". After his 
time with the "Darkstalkers" series, Fujioka was assigned to other 
projects like working on Kenji for "Red Earth" and doing the main 
portion of the character work for "Capcom vs. SNK: Millennium 
Fight 2000". More recently, Fujioka has been working on the 
"Monster Hunter" series as a director. 


PLEASE START US OFF BY TELLING US HOW YOU CAME TO WORK 
ON THE "DARKSTALKERS" SERIES. 

The project I was assigned to at the time reached completion right when 
development on "Darkstalkers" was reaching its climax, so I was brought in to assist. 
"Darkstalkers" was a pioneer with regards to character creation and experimenting 
with new animation and expression methods. Considering the amount of time we 
put into tbe repeated trial and error of character creation for that project, I'm pretty 
sure every staff member within tbe company capable of assisting with some aspect of 
characters had their hands on "Darkstalkers" at one point or another. I just happened 
to be one of those staff members. 

WHILE WORKING ON OBJECTS FOR THE "DARKSTALKERS" SERIES, 
DID YOU HAVE ANY PERSONAL THEMES TO GUIDE YOUR WORK? 

I was still quite new in the company when I assisted with "Darkstalkers", so it was 
all I could do to keep up with all the drawing, animating, character expression, 
and dot work. I definitely did not have the capacity to be worrying about luxuries 
like personal themes. The senior colleagues working on "Darkstalkers" were all 
superstars, so I spent most of my time trying to steal techniques from them. As I 
moved on to "Night Warriors" and "Darkstalkers 3", however, I started getting 
used to everything and began actually enjoying myself. It was only then that I was 
able to think about things like how I might create a character that will stand out 
among the rest. 

I IMAGINE DONOVAN’S ACTIONS WERE QUITE TRICKY AT TIMES 
SINCE SOME OF THEM INVOLVED HIS SWORD. WAS THERE 
ANYTHING IN PARTICULAR THAT YOU FOUND DIFFICULT? 

I only worked on a portion of Donovan's actions, like his special moves, but I do 
admit he was a hassle and a half. Donovan's character involved many external 
elements like his sword, Anita, and spirits, so every time I worked on him I had 
to keep all of those things in mind. Whenever the general image of a move was 
determined, I would first create the various elements involved separately before 
combining them into one completed animation. The scale of the work -- including the 
instructions for the programmers and managing the independent elements -- was all 
so new to me that I often found myself cradling my head in my hands. 

OF DONOVAN'S SPECIAL MOVES, WHICH IS YOUR FAVORITE AND 
WHY? 

My favorite would be Lightning Sword. Though the various elements involved did 
make it rather tricky, I was given a lot of freedom when designing the spirits and that 
made it very memorable for me. 

DID YOU PAY CLOSE ATTENTION TO ANYTHING IN PARTICULAR 
WHEN WORKING ON FELICIA'S ACTIONS? 

With regards to design, Felicia is a very cute character. As such, every one of her 
movements and gestures has a tendency to be adorable. The one thing I was careful 
about was infusing the feline element of her concept into her actions as well, by 
consciously focusing on cool, agile, and graceful posing. 


UNLIKE THE REST OF THE CHARACTERS, MANY OF B. B. HOOD'S 
SPECIAL MOVES INVOLVE FIREARMS. WAS THIS PART OF THE EFFORT 
TO MAKE HER SPECIAL MOVES DISTINCT? 

I had to be careful about regulating her facial expressions. B. B. Hood is usually 
so innocent and cute, but lets her vicious side peek through when she attacks 
using her dirty little tactics. This two-sided nature is exclusive to B. B. Hood and 
is what makes her unique, so it was important that we emphasize this part of her 
character in her animations. 

OF B. B. HOOD'S SPECIAL MOVES, WHICH IS YOUR FAVORITE AND 
WHY? 

Cool Hunting is my favorite move because of the giant hunter and soldier. I think 
outlandishly extravagant moves like that are what make the "Darkstalkers" series 
so special. 

DO YOU HAVE ANY MEMORIES OR LESSONS LEARNED FROM YOUR 
TIME WITH THE "DARKSTALKERS" SERIES THAT YOU WILL KEEP WITH 
YOU FOREVER? 

The entire experience was so valuable for me as far as character work was 
concerned because it gave me the opportunity to work in an extremely creative 
environment Focusing on the importance of characters and animations is common 
among most projects, but the freedom of expression was something that was truly 
exclusive to the "Darkstalkers" series. I learned so much about animation, character 
expression, and how to consider world concepts with regards to all of those elements. 
All of the skills and philosophies I gained during my time with the series constantly 
prove applicable and useful even today, so it's fair to say that it has heavily influenced 
me and my career. A hands-on playtest was held in an arcade prior to release, and 
I went down to experience it for myself. I'll never forget how it felt to see the players 
grin at every movement the characters made. 



Fujioka likes Lightning Sword , and 
says he had a lot of freedom when 
designing the lightning elemental 
that appears behind Donovan. 


The contrast between her fairytale 
cuteness and vicious rage makes 
B. B. Hood a truly memorable 
character. Fujioka had to pay 
close attention when managing 
B. B. Hood's facial expressions. 



Fujioka says crazy moves like the one where a hunter and soldier offer backup fire 
for B. B. Hood are what make this series so special. 
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BACKGROUNDS 

Yuki Yokoyama 


PROFILE | Yuki Yokoyama 

Yokoyama did the main scroll (background) work for the "Darkstalkers" series. Her 
duties were many, ranging from guiding the scroll team, dealing with the opening 
and ending sequences, and working on cinematics for the game. She has also 
done background work for the "Monster Hunter" series: Felyne Kitchen and Kokoto 
Village Gathering Hall for the first game; Felyne Kitchen and My Room for the 
second game; and Hot Springs Gathering Hall, My Room, and Farm for the third. 


PLEASE TELL US ABOUT THE VARIOUS PROJECTS YOU HAVE WORKED 
ON, AS WELL AS THE ROLES YOU HAVE PERFORMED. 

For "Darkstalkers" and "Night Warriors", I was in charge of the following stages: 
Morrigan's cave stage, Lord Raptor's graveyard stage, Bishamon's igloo stage, 
Victor's laboratory stage, and Anakaris's desert stage. For "Darkstalkers 3", I worked 
on Jedah's fetus stage, Bishamon's mountain hag stage, Morrigan's cave stage, and 
Anakaris's desert stage. 

HOW DID YOU GET INVOLVED WITH THE "DARKSTALKERS" SERIES? 

I was assigned to an action game, doing the main background work for the first time 
when the project was suddenly canceled. Capcom decided to create a new fighting 
game featuring original monster characters in a fantasy world setting that was very 
different from the world they had established with the "Street Fighter" series, so I just 
went with the flow and got assigned to that new project. 

WHILE WORKING ON BACKGROUNDS FOR THE "DARKSTALKERS" 
SERIES, DID YOU HAVE ANY PERSONAL THEMES TO GUIDE YOUR 
WORK? 

Each stage is like its own little world, and it's important that you see something 
interesting no matter where you look. The backgrounds are never the main attraction 


in a fighting game, but I prefer to design backgrounds containing so many little 
details that the player can spot something new every time they visit a stage. 

DID YOU RECEIVE ANY SPECIFIC INSTRUCTIONS FROM THE 
PLANNERS REGARDING THE BACKGROUNDS? 

Our instructions were to design places where it would make sense for each monster 
to be. They didn't all have to be fantasy, and we were supposed to implement 
a touch of realism as well by using "scary" locations that actually exist. For the 
dynamic background elements, we were told to add more movement than there 
was in the "Street Fighter II" backgrounds. These elements play an important part in 
backgrounds, so it's like we were asked to design background elements that could 
win an Oscar for supporting actor. 

PLEASE TELL US WHICH BACKGROUND IS YOUR FAVORITE AND 
WHY. ALSO, WERE THERE ANY PARTICULAR PLACES THAT YOU USED 
AS REFERENCES? 

Bishamon's igloo stage is my favorite. I had a lot of fun making the kids and popping 
mochi inside the igloo. I referenced the movie "Hachiko Monogatari" for the dog's 
movements. I like how the scene has that traditionally warm Japanese atmosphere. 

WHICH BACKGROUND OFFERED THE BIGGEST CHALLENGE? 
Jedah's fetus stage was the most challenging. I wasn't married yet at the 
time, and while working on the giant baby with a semi-transparent skull, I 
started to worry about what I might do if my future baby turned out this way. 

WERE THE BACKGROUNDS DESIGNED BASED ON THE 
CHARACTERS, OR WERE THEY CREATED SIMULTANEOUSLY? 
We based the backgrounds on the characters' images as well as the images 
of their monster archetypes. If we take Demitri as an example, we based his 
stage design on Dracula-related themes. 

DO YOU HAVE ANY MEMORIES OR LESSONS LEARNED FROM 
YOUR TIME WITH THE "DARKSTALKERS" SERIES THAT YOU 
WILL KEEP WITH YOU FOREVER? 

Yasuda (Akiman) taught me so much, and I had tons of fun. I'll never forget 
how delighted I was when Yasuda gave me his personal seal of approval for 
my rough draft for Felicia's ending. 



Yokoyama personally proposed the design for the giant baby in Jedah's stage. The entire scene 
makes one think of a mother's womb. 


BACKGROUNDS 

Kenichi Ueda 


PROFILE | Kenichi Ueda 

Ueda's first assignment after joining Capcom was the backgrounds 
for "Armored Warriors". From there, he went on to design stages 
for "Dungeons & Dragons: Shadow over Mystara" and "Cyberbots: 
Fullmetal Madness". More recently, Ueda has done mecha design 
work for "E.X. Troopers". 



Huitzil's stage demanded the difficult blending of ancient ruins with modern equipment. 


PLEASE TELL US ABOUT THE VARIOUS PROJECTS YOU HAVE 
WORKED ON, AS WELL AS THE ROLES YOU HAVE PERFORMED. 

I worked on Huitzil's stage, and that was the first background I did for 
a fighting game. Prior to that, I did some background work for a side¬ 
scrolling action game. 

HOW DID YOU GET INVOLVED WITH THE "DARKSTALKERS" 

SERIES? 

I was called in to work on "Darkstalkers" because I was a member of the 
backgrounds division. 

WHILE WORKING ON BACKGROUNDS FOR THE 
"DARKSTALKERS" SERIES, DID YOU HAVE ANY PERSONAL 
THEMES TO GUIDE YOUR WORK? DID YOU DO ANYTHING 
IN PARTICULAR TO DIFFERENTIATE YOUR "DARKSTALKERS" 

WORK WITH THE WORK YOU DID FOR OTHER PROJECTS? 

As far as differentiating my stage from others, I did keep in mind that I wanted 
to match the quality of the other stages in the game while ensuring that I offered 
a unique flavor. My instructions didn't come directly from the planning team, but 
rather through our team leader. I believe my instructions for Huitzil's stage mentioned 
something about an ancient chamber containing modern equipment. 

PLEASE TELL US WHICH BACKGROUND IS YOUR FAVORITE AND 
WHY. ALSO, WERE THERE ANY PARTICULAR PLACES THAT YOU USED 
AS REFERENCES? 

I only worked on one stage, so I guess that would be my favorite by default. I used 
some South American ruins for reference. 
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WHICH PART OF YOUR BACKGROUND OFFERED THE BIGGEST 
DESIGN CHALLENGE? 

There's a giant robot in the background, and doing the animation patterns for its 
fingers was the most challenging part. There were four patterns in total, and forming 
an inorganic object using dots was quite tricky. 

WERE THE BACKGROUNDS DESIGNED BASED ON THE CHARACTERS, 
OR WERE THEY CREATED SIMULTANEOUSLY? 

I believe they were created simultaneously. 

DO YOU HAVE ANY MEMORIES OR LESSONS LEARNED FROM YOUR 
TIME WITH THE "DARKSTALKERS" SERIES THAT YOU WILL KEEP WITH 
YOU FOREVER? 

There was this one time I got in so much trouble with my boss that I ended up feeling 
dizzy... I'll never forget that. 
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PROFILE | Hiroshi Sugiyama 


Hiroshi Sugiyama 


For "Darkstalkers", Sugiyama mostly worked on backgrounds, but 
also did art for various cinematics, tbe Ul, and the selection screen. His 
list of projects includes the "Street Fighter III" series, "19XX: The War 
Against Destiny", the "Mobile Suit Gundam: Federation vs. Zeon" series, 
"Capcom Fighting Evolution", "Resident Evil 3", and "Resident Evil 6". 


PLEASE TELL US ABOUT THE 
VARIOUS PROJECTS YOU 
HAVE WORKED ON, AS WELL 
AS THE ROLES YOU HAVE 
PERFORMED. 

I helped out with the backgrounds, 
ending art, and other tasks for 
"Darkstalkers". 

HOW DID YOU GET INVOLVED 
WITH THE "DARKSTALKERS" 
SERIES? 

I was directly assigned to the project 
immediately following my orientation 
into the company. 



Sasquatch's stage from "Darkstalkers" portrays a heartwarming scene even out in this frigid region. Sugiyama noted that creating all of 
the moving villagers was quite challenging. 


WHILE WORKING ON 
BACKGROUNDS FOR THE 
"DARKSTALKERS" SERIES, DID 
YOU HAVE ANY PERSONAL 
THEMES TO GUIDE YOUR 
WORK? DID YOU DO 
ANYTHING IN PARTICULAR TO DIFFERENTIATE YOUR "DARKSTALKERS" 
WORK WITH THE WORK YOU DID FOR OTHER PROJECTS? 

I was still a newbie who didn't know left from right, so it was all I could do to hang 
on by the skin of my teeth and be as useful as possible. 

DID YOU RECEIVE ANY SPECIFIC INSTRUCTIONS FROM THE 
PLANNERS REGARDING THE BACKGROUNDS? 

I'm pretty sure I was told to make each background as fun as possible, and that each 
stage should highlight its character's unique personality. 


WHICH BACKGROUND OFFERED THE BIGGEST CHALLENGE? 
Sasquatch's stage from the first "Darkstalkers", because creating all of the villagers 
was really difficult. 

WERE THE BACKGROUNDS DESIGNED BASED ON THE CHARACTERS, 
OR WERE THEY CREATED SIMULTANEOUSLY? 

The stages were based on the characters. Their countries of origin played a vital role 
in the overall designs of the stages, though expanding on the characters' concepts 
was equally important. 


PLEASE TELL US WHICH BACKGROUND IS YOUR FAVORITE AND 
WHY. ALSO, WERE THERE ANY PARTICULAR PLACES THAT YOU USED 
AS REFERENCES? 

I'd say Sasquatch's stage. I only worked on it in an assistant's capacity, but it was the 
first stage I worked on. 


DO YOU HAVE ANY MEMORIES OR LESSONS LEARNED FROM YOUR 
TIME WITH THE "DARKSTALKERS" SERIES THAT YOU WILL KEEP WITH 
YOU FOREVER? 

This was the first team I was assigned to after joining the company, so it was all one 
big learning experience for me. 


BACKGROUNDS 

Chie Nakayama 


I’UUl ll.l. | < lii<- Nakayama 

After "Darkstalkers", Nakayama mostly worked on dynamic background 
elements before switching bock to general background work for "Jojo's 
Bizarre Adventure". Nakayama also did background and Ul work for 
"Devil May Cry 2", "Devil May Cry 3", and "Ace Attorney 4". Currently, 
she is doing Ul work for the "Monster Hunter" series. 


PLEASE TELL US HOW YOU GOT INVOLVED WITH THE 
"DARKSTALKERS" SERIES. 

The "Darkstalkers" project was already in full swing by the time I joined in. I assisted 
two other team members with Sasquatch's stage. For "Night Warriors" and beyond, 
I worked on the dynamic background elements. 

WHILE WORKING ON BACKGROUNDS FOR THE "DARKSTALKERS" 
SERIES, DID YOU HAVE ANY PERSONAL THEMES TO GUIDE YOUR 
WORK? DID YOU DO ANYTHING IN PARTICULAR TO DIFFERENTIATE 
YOUR "DARKSTALKERS" WORK WITH THE WORK YOU DID FOR 
OTHER PROJECTS? 

I focused on the colors, the fisheye perspective, and all of the background characters' 
little movements. I wanted to create backgrounds that were fun to look at. 


WHICH BACKGROUND OFFERED THE BIGGEST CHALLENGE FOR 
YOU? 

It was important that the backgrounds conveyed the characters' unique personalities 
to the player, and designing backgrounds that could do that for such interesting 
characters was truly a challenge. 

DO YOU HAVE ANY MEMORIES OR LESSONS LEARNED FROM YOUR 
TIME WITH THE "DARKSTALKERS" SERIES THAT YOU WILL KEEP WITH 
YOU FOREVER? 

I learned that backgrounds play a vital role in expressing the game's world, 
atmosphere, and vibe to the players. I was so new to all of this back then, and the 
lessons I learned through my work on the "Darkstalkers" series are still helping me 
today. 



Nakayama worked on the 
dynamic background elements 
starting with "Darkstalkers 3". 
The bustling activity she was able 
to bring to the stages is truly 
impressive. 
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I SERIES INFORMATION 



DARKSTALKERS: 
THE NIGHT WARRIORS 


Released: July 1994 
Playable Characters: 10 


The Birth of the Next-Gen Fighting Game, a Spiritual Successor to the "Street Fighter II" Series 


When Capcom released "Street Fighter II" ("SFII") in 1991, it 
was an explosive success. This surge of popularity made two- 
player versus matches a standard source of fun in arcades and 
started an unprecedented fighting game boom. As the heart of the 
fighting game movement, Capcom completed their "SFII" series 
with the release of "Super Street Fighter II Turbo" in 1994. In that 
same year, as if to pass the torch, Capcom launched a brand new 
fighting game franchise called "Darkstalkers". 

The most unique trait of the "Darkstalkers" series was that its main 
characters were monsters instead of humans. From the vampire 
Demitri and the succubus Morrigan to werewolves and zombies, 
various monster archetypes clawed their way out of fables and 
fairytales to run amok in this new fighting game. The graphic style 
also made a transition from a somewhat realistic approach to a 
more colorful and comical look. With more frames built in, the 


movements offered in "Darkstalkers" were more fluid, almost like 
a full animation. In addition to the 10 playable characters, there 
were also NPC boss characters like Huitzil and Pyron. 

The game system itself also made advancements from the days of 
the "SFII" series, allowing for backward and forward dashing, as 
well as aerial guarding. Smoother input commands for combos 
made it possible for players to connect light, medium, and heavy 
attacks with well-timed button presses. The "guard cancel" option 
offered the ability to launch special moves straight out of a solid 
guard, and the special gauge granted temporary enhancements 
to offensive power. All of these new features gave rise to a 
challenging gameplay system unlike anything else on the market 
at the time. The result was a more technical and speed-intensive 
fighting game experience. 



Darkstalkers' Revenge 


NIGHT WARRIORS: 
DARKSTALKERS’ 
REVENGE 


Released: March 1995 
Playable Characters: 14 


A Refined System Garnered Even More Popularity 

The sequel to "Darkstalkers" introduced Donovan and Hsien-Ko as new characters, 
while Huitzil and Pyron became playable characters. The game system was also 
revamped, adding a Special Stock Gauge for every character, which allowed for EX 
Specials. Chain Combos connecting punches and kicks also became possible, as well 
as follow-up attacks on downed opponents and evasive recovery motions to avoid 
these follow-up attacks. 



title: 

VAMPIRE HUNTER 2* 


Released: September 1997 
Playable Characters: 14 



TITLE 

DARKSTALKERS 3 


Released: May 1997 
Playable Characters: 15 


The World and Game System Alike Reach a New 
Level of Maturity 

The third game in the "Darkstalkers" trilogy came out approximately two years after 
"Night Warriors". "Darkstalkers 3" hit the market with four brand new characters: 
Lilith, B. B. Hood, Q-Bee, and Jedah. Meanwhile, Donovan, Huitzil, and Pyron were 
left out. The new game system included things like the Impact Damage Gauge, which 
allowed for a portion of the damage taken to heal over time; Dark Force, which 
enabled players to perform special abilities unique to each character; and Advancing 
Guard, which let a player push their opponent away while maintaining a defensive 
stance. This installment retained the same core gameplay as its predecessors, but all of 
these advancements made "Darkstalkers 3" more challenging for the players. 


TITLE 

VAMPIRE SAVIOR 2* 


Released: September 1997 
Playable Characters: 15 



The Next Chapter of the "Darkstalkers” Series 

Four months after 'Darkstalkers 3", Capcom released two upgrodes to the game with 
new moves and balance tweaks: 'Vompire Hunter 2" and "Vampire Savior 2". These 
two games shared many common elements and welcomed the return of Donovan, 
Huitzil, and Pyron. In addition, the hidden characters Marionette and Oboro 
Bishamon also became playable. However, Lilith, B. B. Hood, Q-Bee, and Jedah from 
"Darkstalkers 3" were not included in this release. 


A New Game for "Darkstalkers 3” Fans 

"Vampire Savior 2" was designed with "Darkstalkers 3" as a base, and is one of two 
upgraded versions of the game. Unlike its counterpart "Vampire Hunter 2", "Vampire 
Savior 2" included Lilith, B. B. Hood, Q-Bee, and Jedah as playable characters. 
In exchange, Jon Talbain, Rikuo, and Sasquatch were excluded from this release. 
"Vampire Savior 2" and "Vampire Hunter 2" shared the same gameplay system, 
allowing players to pick one of the two upgraded versions depending on which 
characters they wanted to play. 


TITLE 

VAMPIRE SAVIOR 

EX Edition* 

This special release contained 
"Darkstalkers 3", "Vampire Hunter 
2", and "Vampire Savior 2" 
for the PlayStation. This version 
introduced new features like 
the training mode and original 
character mode. Cross-title 
matches were also made possible. 
"Vampire Savior EX Edition" was 
released in November 1998. 


TITLE 

VAMPIRE CHRONICLE 

for Matching Serv ice' 

Released on the Dreamcast, 
"Vampire Chronicle" brought all 
of the characters from across the 
series into one game. This version 
allowed players to freely combine 
their favorite gameplay systems 
and characters. Its most anticipated 
feature was the online matching 
system. "Vampire Chronicle" was 
released in August 2000. 


TITLE 

DARKSTALKERS CHRONICLE: 
The Chaos Tower 

"Darkstalkers Chronicle: The Chaos 
Tower" was released for the PSP 
and included the new Tower Mode, 
where players would fight their way 
up the Choos Tower, and Chronicle 
Mode, where they could view official 
illustrations in a gallery format. 
"Darkstalkers Chronicle: The Chaos 
Tower" was released in December 
2004. 


TITLE 

VAMPIRE: 

Darkstalkers Collection* 

This PlayStation 2 release included 
all five titles from "Darkstalkers" 
to "Vampire Savior 2", each with 
an arranged version that allowed 
for the use of every character. 
"Vampire: Darkstalkers Collection" 
was released in May 2005. 


TITLE 

DARKSTALKERS 

Resurrection 

This PlayStation 3 and Xbox 360 
release coupled "Night Warriors" 
and "Darkstalkers 3" and armed 
them with higher resolution graphics, 
an online matching mode, and an 
achievement system. "Darkstalkers 
Resurrection" was released in March 
2013. 



EDITOR'S NOTE: Titles on this page with an asterisk (*) indicate Japan-exclusive games. 
Game logos and release dates for all titles represent the original Japanese editions. 
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| CHARACTER PROFILES 


DEMITRI MAXIMOFF [The Proud Noble] 


Type VAMPIRE Origin: ROMANIA Birth Year 1483 

Height: 197 cm Weight: 101 kg 

An ancient castle stands surrounded by dark, ominous clouds. As the soft 
moonlight filters in between the coffins, Demitri awakens. Instantly, he senses a 
foreboding presence and the coming battle. 


VICTOR VON GERDENHEIM [The Human Construct Bearing a Deep Sorrow] 



Type-: FRANKENSTEIN ( trigin: GERMANY Birth Year 1830 
Height: 249cm Weight: 230 kg 

One stormy night, lightning rips through the laboratory of the mad scientist 
Victor von Gerdenheim. His experiment is a success, but sadly, the very 
lightning that gives life to his creation takes his life in exchange. Victor lurches 
forward, determined to show everyone that he is the "Strongest Man in the 
World", and make his father, the Professor, proud. 


MORRIGAN AENSLAND [The Libido Roaming in the Shadows] 



Type: SUCCUBUS ( trigin: SCOTLAND Birth Year: 1678 
1 Icight: 172 cm W ctght . 58 kg Measurements: (B 86 - W56 - H83 cm) 

The population of succubi and incubi in Makai has drastically decreased over 
the past century. Even within House Aensland, Morrigan is one of less than 100. 
Morrigan couldn't care less about the endangered future of her kind, however 
Rougher-spirited than any other succubus, Morrigan desires exciting stimuli that she 
cannot find in Makai. To this end, Morrigan makes regular trips to the human realm. 


FELICIA 


[The Dancing Pretty Beast] 



Ty|x CATWOMAN Origi n : AMERICA Birth Year: 1967 _ 

Height: 168cm Weight: 58 kg/4.1 kg (cat form) Measurements (B88 - W61 - H8~cm) 

Before the battered gates of a lonely church in a rural American community, 
a small babe was found abandoned. Sister Rose took it upon herself to raise 
this child and named her Felicia, an adaptation of the word "felicity". Felicia 
grew auickly within the walls of the church's orphanage, and her biological 
anomalies soon became apparent. After Sister Rose's death, Felicia was able to 
sell her inhuman appearance as a charming trait, and attained her own version 
of happiness at long last as a nun who loves to dance and sing. 


RIKUO 


[An Emperor Robed in Swift Currents] 



Type: MERMAN Origin: BRAZIL Birth Year. 1953 
Height : 184 cm Weight: 62 kg _ 


An underwater empire existed somewhere deep within the Amazon, until the 
day the earth shook and the ground yawned wide, sucking everyone and 
everything down into its depths. The only survivor was the emperor Rikuo, who 
hod been deposited safely on the shore nearby. From his location, Rikuo could 
sense an evil intent. Trembling with anger, Rikuo set out into the unfamiliar world 
of the surface dwellers in search of the one responsible. 


HSIEN-KO 


[Ghostly Girl] 



Type: CHINESE GHOST ( trigin: CHINA Birth Year 1730 
l Icight: 155 cm Weight: 43 kg Measurements: (B83 - W59 - H86 cm) 

Once upon a time, there was a set of twin sisters who loved each other very much. 
On the night of their 16th birthday, they both had the same bad dream. When they 
awoke the next morning, they could feel a new power coursing through their bodies. 
The moment they looked at eoch other, they knew that they both felt the same way. 
The next night, the two girls writhed in their sleep, suffering the same nightmare. 
Slipping into a deep coma, the two girls' consciousnesses were swept away into 
an unfamiliar realm. They found themselves in strange new clothes, and even as 
they stood there, the memories from their past life flooded their minds. They had 
unleashed the power of a forbidden spell, and had gained amazing new powers. 


B. B. HOOD 


[Lovely Hunter] 



Type: DARKHUNTER Origin: NORTHERN EUROPE Birth Year. UNKNOWN (10-14 yn old?) 
I (eight: 142 cm \\ ei glu: 37 kg Measurements: (B70 - W58 - H75 cm) 

One of the few hundred humans on Earth who has become a Darkhunter. As a 
high-ranking Special SCIass hunter, her reputation speaks for itself. B. B. Hood's 
"dark soul" is such that Jedah deemed her a "worthy soul", and possibly even 
his equal in that regard. Her true identity is shrouded in mystery... 


JON TALBAIN 


[Fangs Bared in Suffering] 



Type WEREWOLF Origin: ENGLAND Birth Year 1940 
Height: 186 cm Weight: 70 kg _ 


With both human and wolf blood coursing through his veins, Jon Talbain is 
constantly plagued by his mixed heritage. Pursuing the belief that he will become 
a normal human being once he surpasses his own limits, Jon Talbain has spent 
his entire life training in martial arts. Despite some early setbacks, Jon Talbain 
devoted every single day to his training. In the end, he was able to regain his 
human appearance, but the curse hod not been completely lifted... 


LORD RAPTOR 


[The Rock Star of the Underworld] 



Type ZOMBIE ( >rigm: AUSTRALIA Birth Yo u: 1889 

180 cm Weight: 39 kg 


Twenty years have passed since the death of Lord Raptor, the mass murderer known as 
the 'Rocker of Death". Due to its brutally cruel nature, however, Lord Raptor's soul was 
baptized by the Dork and reborn in the form of a zombie. Now death and destruction 
are the only thoughts that guide his actions, and he thirsts for the even greater power 
that could no doubt be granted to him by Ozom, the Emperor of Darkness. 


ANAKARIS 

[Absolute God of Gold] 


Type MUMMY Origin: EGYPT Birth Year: 2664 B.C 

— 

H; iuht: 2"0 cm Weight: 500 g-500 kg (variable) 


A long time ago, there was a kingdom in Egypt that prided itself on its 
invulnerability. Said kingdom was ruled by the wise pharaoh Anakaris, but it 
quickly fell to ruin after the pharaoh's death. Anakaris had been entombed in 
a pyramid that was built upon hopes of resurrection... and so it was that he 
awakened in our world, 5000 years after his time. 

/ id 

BISHAMON 

[Armor Covered in the Blood of Fallen Foes] 



Ivy SAMURAI Origin: JAPAN Birth Year: 1673 
Height 190 cm Weight: 60 kg (just the armor) 

The nightmare began the moment he laid hands on the cursed sword and 
armor. Shaking offhis wife Grin's warnings, Bishamon donned the armor and 
immediately felt its power twisting his soul with evil. The armor had its own will 
and whispered to Bishamon's soul. No matter how hard Bishamon attempted to 
shut his ears and eyes and ignore the armor's will, its words continued to worm 
their way into Bishamon's soul, tearing away at it... Now no one can stop him. 
The cursed armor demands more sacrifices. 


SASQUATCH 


[Boasting of Strength in Frozen Climates] 




LILITH 




Q-BEE 


Tyy BIGFOOT Origin: CANADA Birth Year 1903 

Height 166 cm (Width: 208 cm / Feet: 80 cm) Weight: 180 kg 


The villoge of the folk known as the Bigfoot tribe hod been troubled by humans, 
bears, and all manner of monsters lately. Sasquatch, who had been charged 
with defending the village, knew that something more hod to be done. "Elder! 
I will go out beyond the borders of our village to face the enemies out there, in 
their territory!" 


[Lost Child of Desire] 


Type: > Origin MAKAI (SEALED REALM) Birth Year: UNKNOWN 
I Icight: 1 68 cm W eight: 54 kg Measurement* (B74 - W56 - H83 cm) _ 

When Morrigan was born, her father took a portion of her dark energies and 
sealed them away. Over the course of 300 years, the stored dark powers 
became a disembodied soul. As this soul observed Morrigan’s carefree life in 
Makai, it took on a personality of its own and became Lilith. 


[Demonic Bug Swarming on Souls] 


Type: DEMONIC BIG Origin: MAKAI (HOUSE DOHMA) Birth Year: UNKNOWN 

Height: (From head to tip of abdomen): 1250 mm (abdomen, 860 mm; pseudo-abdomen, 5~5 
mm; pseudo-buttocks, 875 mm; abdomen to honey stomach, 1100 mm) Weight: 38200 g 

The Soul Bees, a type of demonic insect, had their hive somewhere on House 
Dohma property, which was located on a plot of land in Makai. Spending years 
without a landlord to tend to their habitat took its toll on the hive, and the Soul 
Bees' population was quickly dwindling. They were facing extinction. "The time 
has come for everything to become one... join me in the gathering of souls." So 
came the call from Jedah, lord of House Dohma. He had awakened from his 
long slumber. 


JEDAH DOHMA 


[The Ebony Messiah] 



Type: DEMON tVigin: MAKAI Birth Yean 4045 B.C. _ _ 

I Icight: 216 cm Weight: 12-1002 kg (variable) 

Resurrected on the outskirts of Makai, Jedah grieved over the sad state of affairs 
in this dying world. The best way to save every soul and treat them all as equals is 
undoubtedly to become one with them. If we were all one soul, there would never be a 
reason to sauabble or fight. In hopes of establishing a solid foundation, Jedah planned 
to gather a nost of creatures who possess "valuable souls' and merge with them. 


DONOVAN BAINE 


[Fated Hunter] 



Type: DARKHUNTER Origin: UNKNOWN Birth Yean UNKNOWN 

Height: 194 cm Wcigln: 98 kg _ 

Born from the union of a human and a demon, Donovan always struggled 
against his "evil blood". One day, he met a little girl named Anita. Her deep, 
soulless eyes reflected a trogic history not unlike Donovan's. Time was limited. 
With however much life he had left in him, Donovan was determined to root out 
every last one of them... the Darkstalkers. 


HUITZIL 

[Killer Machine] 


1 Type: ROBOT Origin: MEXICO Birth Year 520 

Height: 222 cm Weight: 2.271 


Huitzil had gone into stasis upon being buried by a large earthauake soon after 
he was created. But one day, as if reacting to the presence ot extraterrestrial 
invaders bent on taking over the world, Huitzil was reactivated. Huitzil was 
programmed by ancient Mayans to defend Central America from the forces of 
evil, as a kind of supreme protector. 


PYRON 


[Ruler of the Universe] 



Type: ALIEN Origin: PLANET HELLSTOR M Birth Year: 19 91 
I Icight: ? Weight: ? 

Bom on Planet Hellstorm, Pyron was granted ultimate power in order to take 
over the universe. As such, the order of the universe dictated that everything 
and everyone in existence must submit to Pyron's authority, which meant that 
beings like the Darkstalkers could not be permitted to exist. 


x Profile information taken from "Darkstalkers Resurrection 1 
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